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The Great Octopus has threatened to destroy 
Earth. You must help Parodius and his friends in 
their quest to find and destroy the villainous, 
scheming squid so that Earth may enjoy life in 
peace once more. 
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The sands of time are against you as you fight your way 
through 20 perilous levels in your quest to rescue the 
Princess from the clutches of the evil Grand Vizier Jaffar. 
Will you be successful and claim the royal residency before 
the hourglass is empty? 
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There have been some 
confused readers 
recently, who have not 
yet got to grips with the 
summary. Here’s the 
guide to the guide. 


Pretty simeple 
really, the game 
name in full, just 
in case you 
skipped the title. 


cheats at all. This means 
in average day's playing 
flme and it does not refer 
to how Iona it took to 
map or wafk through. 


We cannot stress 
this enough: you 
must have one of 
the cheating r""/i 
devices to be L 
able to use the j 
codes we print. 

Both devices are 
priced at £20-£40, 
available at most 
shops and plug 
directly into your 
machine. Let’s hope 
we have no more 
people angrily 
ranting that they 
cannot find the ’F 
button on the joypad! 


GAME NAME: Super Mario Land 2 

TIME TO COMPLETE: 2 days 
HIGHEST SCORE: 5.290,100 
NUMBER OF LEVELS: 6 
CHALLENGE RATING: easy 
If you think you can beat the pros at Super XS 
on any of the games covered in this issue, 
why not send in your high score, together with 
proof to Super XS High Scores. The address 
is at the front of the mag. 

^ The challenge, can you beat 
the pros? We ask anyone 
who can top our hign scores 
to write in and stake their 

) claim. Anyone who can 

beat us and prove it (with a 
photo or video) gets a free 
cart and enters me SUPER XS 
■ hall of fame. 


want to win a cart 
(see below right). 
No cheats allowed. 
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BUSTIN' 

BUSINESS 


Welcome once again to Britain’s only 
dedicated tips magazine, live from Paragon 
Towers in sunny Bournemouth. Nintendo 
owners nationwide have been buying 
Super XS in their droves as they discover 
what real tips are all about! No other 
magazine can hope to rival our 
gamesplaying knowledge. Here’s why: 

1. Space. All the other mags are 
primarily review based; this means you 
have to fight through 70 pages of editorial 
to get to ten or even 16 pages of tips if 
you’re lucky. Hints and tips, in every other 
magazine, are gimmicks, and not very 
helpful ones at that! Super XS guarantees 
over 40 pages PER CONSOLE in each 
issue and that’s not including our massive 
Busters section which appeals to everyone. 
Super XS is also much larger than normal 
magazines; over 160 pages every issue. 

2: Accuracy. Even if a magazine has a 
separate person they call ’tipster’, he or 
she (remember Hannah Smith?) will not 
have the time in one month to compile 
detailed maps (a Super XS trademark) of 
over 20 top games as well as every tip from 
all over the world as we do. Our team of 
gamesplayers ensure every tip they find 
actually works: if it doesn’t help us, it won’t 
help you. Super XS never prints duff 
cheats, incomplete passwords or incorrect 
codes, and there’s no game we cannot 
complete. 

Issue #2 of Super XS uses the force on 
the exclusive solution for Super Star Wars, 
as well as full guides to Soul Blazer, Push- 
Over, Hook and Starwing. NES owners can 
revel in the logical solution to Konami’s 
Star Trek, Gargoyle’s Quest 2 and Robin 
Hood. Plus Alien 3 , Bionic Commando and 
the huge Empire Strikes Back solution on 
the Game Boy. If you want to win... Super 
XS is all you’ll ever need! 

Damian Butt 



Mei) 


J Who better to play the part 
P^of Princess Leia than our 
mmm forces’ sweetheart, Carolyn? 

O ln fact Carolyn frequently 
assumes the character of 
Leia; annoying Darth Vader, 
11 taming Chewbacca and 
getting R2-D2 to find Obi- 
Wan the coffee machine. 


Ij^i “Let the Wookie win.” Andy 
is ideally suited to take on 
bv .the guise of Chewbacca 
I * due to his shaggy demure 
■Pj and tearing people’s arms 
off when he loses at Street 
£ Fighter II. Nobody messes 
with the ten foot hairy 
designer in this office! 


The only character for 
Patrick to assume would be 
the panicky C-3PO. Apart 
from the striking 
resemblance, Patrick has 
also been known to say 
“We’re doomed” and 
“Please don’t deactivate 
me!” 


■ If Simon could be a 
A character from Star Wars , 
W he would be blippy bloppy 

S droid R2-D2. R2’s robust 
physique would be perfect 
for lugging Simon’s decks 
and speakers around for 
II constant garage musical 
bombardment. 


“Your lack of faith disturbs 
me.” Who better to mirror 
the Dark Lord of the Sith 
than power-mad Damian? 
Apart from measuring the 
size of his sabre, Damian 
also uses the dark side of 
the Force to meet deadlines 
and thrash hire cars. 



















“Wow, look at the size of that thing!” 
Super Star Wars is currently the king of 
Super NES platform games. As you can 
see from browsing through the following 
11 pages of our exclusive fully-mapped 
solution, the graphics throughout the 
game are astounding! Every single ele¬ 
ment of the film has been captured in 
this massive cart, coupled with unpar- 
ralled stereo sound so real, you’ll think 
you’re watching the film! Many have 
critisized the game’s high price tag but, 
like Street Fighter II, it really is worth 
every penny. Every Super NES owner 
should have a copy of Super Star Wars . 


JVC/IUCASARIS • £64.99 • PLATFORM SHOOT-'EM-UP 




Jumping Womprats appear from nowhere in their droves. Shoot them when the/re 
dangerously close, but move onward whenever possible to claim the first blaster 
power-up. 


Use your new tound name weapon in this area and kill 
loads of Womprats whilst shooting in the air. After a few 
seconds, the seeker gun and two large hearts appear! 



Flying attacks should pose no threat now with the hanc 
weapon powers you now possess. Seek and ye shall fine 


Hey! Isn't that thing out of Tremors ? Well anywc 
got to be laid to rest and you're just the hero to < 


The gun turrets at the top turn and 
attack, whatever your position. 
They can be reduced to shrapnel 
with a few hits, but you may incur 
a few energy sapping hits your¬ 
self. The easy alternative is to dash 
past them with your sliding tech¬ 
nique, getting away scot-free! 


Sarlacc 


These vents open up and spurt 
burning gasses at you. Shoot at 
them in their dormant state to 
save your skin. 


Scout droids are fast moving 
and will quickly put pay to your 
efforts. Make sure they feel the 
wrath of your Skywalher style. 


_ 


A groping tentacle will emerge from the depths of this sandpit as a warning of 
impending attack from our friend the Sarlacc. When you see it, jump to the 
opposite side of the pit and ferociously fill the giant slug with lead! Its only 
attack is a desperate flaying of its tentacles in your general direction, but if 
you’re on the other side of the pit, this temper tantrum will be short lived. 


Tatooine 1 


Very little movement is the easiest way to arrive at the SandCrawler 
in one piece. As you see the Jawas on the horizon, move slightly 
forward without using jet fuel until they start to move closer, then 
waste them with lasers. Keep edging forward and repeat this 
method, avoiding the dark pits and collecting hearts. The small 
poles reveal jet fuel when blasted. After the 12 Jawas are toast, fly 
as high as possible on full jet power towards the Crawler. 


The mighty SandCrawler! This huge metal mar¬ 
vel of Jawa technology is well protected by both 
Jawa foot patrols and weapons, both determined 
to knock you off moving platforms. These steps 
are the only access to the top where you’ll find 
the entrance to take on the enemy inside. It’s 
likely you’ll plummet from its dizzy heights many 
times, only to find yourself starting again, but 
who said it was easy saving the galaxy? 
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SOLUTION 






Golden sands and clear blue skies set the 
scene but don’t expect this to be like Brighton 
in June. The barren wastelands are inhabited 
by all manner of nasties and eerie remnants 
of creatures that once passed this way. Don’t 
forget to get the secret power-up on this level! 


Durit* 




Pterodactyl-like creatures swoop from the heavens to dine on 

your energy bar. Give them a taste of your blaster and eat 
their hearts for life-giving essence. 


«*** ■ : 


Quicksand will not only give you that sinking feeling, 

but it's also home to giant scorpions. A flashy spin¬ 
ning jump will give the greatest distance. 


The hot sand is littered with troublesome creatures, so jump onto 
the rocks and blast diagonally up and down for a safer journey. 






1 You've stirred a nest of scorpions here. Use the rocks to launch a barrage of seek¬ 

ing destruction and flee for your life. Don't forget to collect the hearts as you go. 


Running uphill means you'll be running into huge scorpions. Not A 

only have they a sting in their tail, but their claws extend. Jump w 
and shoot from a distance then move in to kill their offspring. 


Oh lordy! This sand snake looks none too friendly, but don't wait to 

find out, or those gnashing jaws will be all over you like a rash. 

Stand well back and let your seekers do the talking. 



The long lines of smaller 
exhaust ports can be deac¬ 
tivated with a single shot. 
Although they take little 
energy, they'll quickly 
knock you off the edge of a 
platform so don't delay. 


This platform rises up and 
moves across to the left, 
giving you access to the 
next section. When jump¬ 
ing off it, line yourself up 
with the track of the next 
platform and you'll never 
miss! From now on, try to 
keep in the centre of plat¬ 
forms to avoid a frustrating 
fall. 


Jump onto the left caterpillar track 
and do a spin jump onto this mov¬ 
ing platform. Move between the 
sections of platforms to the front of 
the Crawler, then jump up and 
) make your way back. 


Take out these laser turrets - they're 
deadly. Often, a spin jump is needed 
to get the extra height, but make sure 
you'll land back onto a platform, it 
| may have moved! 


Here's the entrance to the 
SandCrawler, and the next level. 
Shooting upwards before you 
jump into the unknown reveals 
an extra life! 
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Switch the Super NES off and on, 
then on the options screen, quickly 
press A four times, X, B four times, 
Y, X four times, A, Y four times and 
B. You’ll hear a Jawa yell. Enter the 
game and press L and R simulta¬ 
neously on the second joypad for 
^infinite lives and level select. \ 


Step onto this platform to start 
a rapid descent to the floor 
below. Push right on the joy- 
pad or you'll end up taking 
another dip in hot lava. 


Getting past the laser barriers can be 
tricky. Get as close as possible without 
activating them, then use the sliding 
technique. You should slip past before 
they know you're there. 


Jumping between these platforms will test even 
the hardened Skywalkers amongst you. Use a 
normal jump rather than spinning, or you'll hit 
the roof, and move quickly to beat the flaming 
hell rising from below. The lava is instant death! 


Land1»f the Sand 




Some of these seemingly solid rocks will in fact 
disintegrate once you step on them. Telltale cracks 
will appear just before they drop from under you, 
so leap onto the next one hastily! 


Once inside the Sandcrawler get ready for all those plat¬ 
form game favourites. Moving ledges, secret rooms and 
laser barriers are just some of the hazards you must nego¬ 
tiate before you’ll take on the might of the Jawenko Lava 
Beast. If the force isn’t with you and you lose a life, don’t 
worry too much because amazingly the feeble blaster 
becomes quite handy. Use the walls to ricochet its fire 
power to get a slight advantage over those pesky Jawas. 


Inside Sandcrawler 


As you jump down from 
the floor above, push 
left on your joypad. 
Miraculously you’ll go 
through the wall and 
enter a room laden with 
hidden goodies! 


Secret Room 


Shoot above- 

Ss corner to 
reveal a hidden 
extra life] 


In the film, the Sandpeople were particularly 
unfriendly and dangerous - just look what they 
did to poor old C-3PO! They attack with staffs, 
normally leaping in the air to grind it through 
your skull, so blasting from a distance is prefer¬ 
able. Watch out for the sticky goo left by the 
toads as an unpleasant hazard after you’ve 
wasted them. More sand snakes rear their ugly 
mugs from the ground, so get ready to attack 
when you see a dark patch ahead. 


GAME NAME: Super Star Wars 

TIME TO COMPLETE: 5 days 
HIGHEST SCORE: 26.858 300 
NUMBER OF LEVELS: 15 
CHALLENGE RATING: mediui 
If you think you can beat the pros 
any of the games covered in this i 

3 . ... itnnPTnPr 
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Things start to hot up as 
you get near to these 
seemingly harmless 
port holes. Take them 
out before they char 
your remains. 


Knock, knock! These Jawa- 
style patio doors only open if 
you give them a blast with 
your gun. 


You'll discover a large 
heart power-up on this 
ledge. A timely spin 
jump from the moving 
platform will allow you 
to grab it. 


Jawas lurk in every corner so 
keep blasting in all directions 
as you get near to the next 
floor. With luck you'll finish 
them off before they attack. 


Shoot these contraptions. Jump on the 
remaining stem to avoid the pit below. 
Make your way to the left using the same 
method. Shooting the base of the flames 
on the ground will extinguish them. 


Use the platforms to go up 
through this section. Be sure 
to collect all the power-ups 
dropped by the Jawas as 
you blow them to atoms! 


Shoot in the air here to 
uncover another hidden 
extra life. 


The ceiling is littered with laser firing pods. 
Ensure they're destroyed before attempting to 
move on as the beams are energy sapping. 


More platform mayhem ensues as you 
need to jump between the rocks to get 
to Obi-wan on the other side. The 
pterodactyls are the main threat as 
they try to knock you off your feet and 
send you plummeting to your death. 
Shoot them down before attempting to 


It's the ancient Jedi Knight him¬ 
self, Obi-wan Kenobi. Just show 
him the dodgy home movie of 
Princess Leia in her dressing 
gown and he'll hand over the 
Light Sabre! 


Shoot above your head here 
to discover a nost of large 
hearts for the taking. 


Here's an excellent 1 -up loop. Jump down from the ledge 
above and shoot in all directions in this cave to reveal 
loads of extra lives. Sadly there's no way back so you'll 
have to leap to your doom. The restart point is back at 
the top, so you can repeat this as many times as you 
wish, even to the maximum of 99 lives! 
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Lava Beast Jawenko 


Jawenco’s attack comes in the form 
of plumes of flame. Stay on the left 
platform and constantly fire at him. 
The flames move too quickly to 
avoid, so keep jumping all the time 
to incur less hits. Hey, there’s R2! 































































Fortune cookie say "stay clear of mad old 
Sandpeople with big pointy sticks". Seems 
like sound advice to me, Luke. 


Grab as many discarded health 
swords as possible on the way; they'll 
increase the length of your energy 
bar and let you take more hearts! 


Passing through these dark and dank caves 
will unsettle age old stalactites from the 
rafters. Creep forward slowly so they'll fall 
harmlessly in front of you. 


Shoot all around this cor¬ 
ner of the underworld to 
make some large hearts 
miraculously appear. 


Most crates will hold either weapon or energy 
/er-ups. Make sure all four corners of the crate 
have been blasted if nothing appears at first. 


Stormtroopers are stationed on many higher vantage 
points poised for the attack with Sten guns. Either dash 
past and get out of range, or vapourise them before 
they shoot you full of laser. 


cheat printed earlier.! 

> use controller two and 

Y Xand Select simulta- 
X and Y coordinates will 
/ou’re now invincible and 
,en walk through wall?!. 


i though the dizzy heights of these plat- 
ire heavily guarded, jump up and blast 
to kill off the Stormtroopers. The plants 
dow are surprisingly more hazardous. 


Jawas are back, ever faithful to the dark side of the Force. They're 
still equipped with hand grenades, so move quickly to avoid con¬ 
frontation. 


The second part of your journey through the 
Sandpeople’s territory takes you into a twisting maze of 
caves, littered with subterranean beasts hungry for your 
life force. Even the somewhat safer open spaces hold a 
new peril - the Banthas! These huge fur balls charge 
without hesitation, so keep that Sabre handy! 


Mos Eisley is certainly a dangerous 
place for anyone on the right side of 
the Force. Stormtroopers are every¬ 
where with some even airlifted in for 
the attack. Keep well away from the 
Sten guns as they sap loads of energy, 
and be sure to blast away at the crates 
to uncover power-ups. 


Tatooine 2 


It’s time to get back behind the wheel of your 
Land Speeder and play dodgems with the 
Jawas. This level is similar to the first 
Tatooine adventure, except there are more 
Jawas to blast before you can jet off to sunny 
Mos Eisley. Use the same method as before. 


^mhi 

f \ r 
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The Womprat has already trained its offspring to attack 
anything in sight; namely you! Keep its jumping litter at 
bay with the handgun and then set upon the Womprat 
itself, keeping a safe distance away from those long 
stretchy arms. If your gun is at Plasma power, old Wompy 
will recoil from its force and become unable to attack! 


This rickety old stone bridge will crumble under foot as you 
attempt to cross. Don't hesitate to admire the scenery, run 
straight across or you'll be cast into a pit of spiky nasties. 


A The Banthas give plenty of warning of an impending 
attack. As soon as their individual energy bars appear, 
unsheathe the Light Sabre and whirl it into their faces. 


Drop off this ledge and go left into the very heart 
of this rock face. Use the Light Sabre with spin¬ 
ning jumps unless your gun is powered-up. 



The harsh dry land has produced some particularly 
resilient plant life. These spiky shrubs are deadly to 
the touch so jump onto a rolling barrel to avoid them. 


These giant creatures sleep in the hot 
desert heat. Jump onto them to access 
higher ledges as they are far too big to be 
bothered by mere humans. 





Metal girders are handy for those out of reach places. 
Get onto them and perform one of those spin jumps 
you do so well to get to the desired position. 


scarper sneakily along the bottom. Those dozy 
Stormtroopers won't even know you're there! 



Jump up from the slumbering beast onto the ledge above, blasting all the way to uncover 
goodies hidden in the crates. Run down this sloping girder to avoid the desert botany. 


"You'll never find a more wretched hive of scum and villainy." Finally you're greeted 
by the walking carpet himself, Chewbacca, and enter the infamous Cantina Bar! 
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Anyone with Han Solo on their side is a friend in need! Actually he’s quite handy if Luke’s 


Come in whistling the tune from A Fistful Of Dollars and 
they'll all jump up from behind the bar. Shoot the alien 
scourge while they're in mid-flight to keep up the fight. A 


| Without a second thought you'll be set upon by a couple of 
mutants who have just seen a Rocky re-run. Take care of 
these two weaklings and shoot the Tasmanian Devil clone. 


Cloaked figures sit quietly in the background minding 
their own business... not! As soon as Chewie 
approaches, they'll leap into the air and attack. 


Kalaar Boss 


This cretinous hunchback 
likes nothing more than 
attacking with its 
extendible neck. Keep to 
the left and fire at it, whilst 
jumping to avoid the head. 
Hit it anywhere to finish it. 



Probe droids are back, unleashing 
deadly lasers. Shoot them down before 
they get close enough to attack. 


Once outside, it's straight into the action. The 
fight is more intense now, so blasting the crates 
is essential to survival. 


Get onto this ledge and spin jump right, to start the 
climb to the top of this building. Be careful of the win¬ 
dows; you've got a price on your head and bounty 
jnters are always ready to cash in on your misfortune. 


Keep shooting at the windows as you ascend another 
building. Those bounty hunters are persistent and any 
you bring down are quickly replaced. 


ihootyour way through the Stormtroopers 
ana leap off the top of this girder. Make 
sure you're ready to blow any waiting 
enemies away, or they'll knock you down 
onto the plants below. Ouch! 


Take the high road! There are two 
ways to reach the same point, but 
the upper route is slightly easier. 


7E0A7920 


Unlimited energy 
, 7E096F80 
Unlimited time 

7B08F803 

Unlimited lives 


parts. Always jump onto any 
ledges you see; there's bound 
to be a laser pit below! 


weapon power is low, because he moves much the same as Luke but his gun is equipped 
with the Flame weapon in its weakest state. The escape will return you to the barren waste¬ 
lands of Mos Eisley to once again take on the Stormtroopers and the dark side of the Force. 







Blow these barrels apart if 


12 


STAR WARS'" is a trademark of Lucasfilm Ltd, © 1993. 


SuperXS MAY/JUNE 1993 




























































































These industrial wreckers will clamp onto anyone daring to 
pass. Roll or slide under them to avoid their crushing action. 


These strange robots attack 
with extendible arms. Shoot 
them from a distance and 
reduce them to what looks like 
a steaming pile of droid drop¬ 
pings! 


Use the ledges to reach this point. 
Quickly jump over to the right and 


uuiCKiy jump over to rne nym unu 
keep snooting - you're nearly there 


Particularly large and 
scary laser weapons 
guard further advance¬ 
ment into the maze. 
They're activated intermit¬ 
tently, so dash past just as 
they de-activate. 


Maintenance Droid 

Run and shoot 
diagonally upwards 
from either side, 
keeping back when 
it turns into a driller 




This section of 
laser weaponry might 
seem off-putting. Pause 
between each of them to avoid 
any shocking surprises. 


Spin jump onto this ledge to gain 
access to the next section on the right. 
The pit below will laser the hell outta 
any poor soul daft enough to jump in! 


Cartridge supplied by. 

Console Plus 
Tel: (0532) 500445 


This is the area you should ultimately 
reach. On arrival, sneak up behind 
the droid and waste it. Ransack any 
crates you can lay you're hands on. 
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Bring back Chewie! “Old fleabag” is excellent for the jumping requirements 
needed in the TIE Fighter hanger. If walking down the main track on a tube 
line seems a bit risky, avoiding speeding TIE Fighters could seem daunting 
to say the least. Luckily for our heroes, there are some platforms to make 
the passage through a little easier. 


1 Finally you reach the last stretch of your 
escape. The maintenance droids appear quite 
frequently now, so keep back from those prob¬ 
ing claws and waste them with your handgun. 


Laser turrets will turn and seek you out as 
you attempt to pass underneath. Firing 
diagonally upward from a safe distance 
will reduce them to molten mush. 





At the top of this lift shaft there's a 


large heart to the left. 


There are some power-ups to be found on the 
ground here, so you'll need to drop down to col¬ 
lect them all. Don't hang around though, there are 
more TIE Fighters on the way. 


Mouse type creatures appear on the scene. They have 
strange mutated tentacles which reach out to sap energy, 
or even worse, send you back to the start of the level via a 
downward exit. Keep out of reach on the ledges. 


At times, dropping down to floor level is the only 
way forward. Get close to the edge before jumping 
the pits or you'll miss the other siae by a whisker. 


Along the walls are nasty laser pods 
which ricochet beams across the floor. 
Fire up at them from underneath - they 
can be destroyed. 


This shield will come crashing down and flatten 
you for good if you don't move quickly. Slide 
from the left to the middle and then spin jump 
out again. You'll just clear the space if you're 
£ quick, you can also grab a weapon power-up. 

■ft 


The later pits are guarded with small 
guns that pop out on your 
approach. Crouch down and fire 
along the ground to knock them out. 


The spinning top droids are a real pain. Jump 
onto them for a ride, then blast them as the 
top rises up. 


Princess Leia needs to be 
rescued and Luke’s just the 
man for the job. Luke is 
more agile and will easily 
survive the bone-crunching 
shields on the route to the 
Princess’ chamber. There 
are few power-ups to be 
found now, so move quickly 
to avoid too many enemies 
at once. 
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All quiet on the western front. Enjoy this 
short lull in the action before you meet the 
Hover Carrier guardian. It has four weak 
areas, but you must avoid a barrage of 
laser fire and scorching jet flame! 


ip up to the left when the lift is 
to tne wall. If mistimed, you'll 
plummet straight back clown. 


The dreaded TIE Fighters whistle through the small hanger like 
an express train! As they pass, the wind drag will quickly 
knock you back into a gaping void. They come in groups of 
three, so jump as you see the next one approach. 


Just when you thought everything was in hand, the 
Stormtroopers have to drop in from nowhere and cock it all 
up! They're determined to send you spiralling into a pit. 
Snoot them quickly and push forward all the time. 


Another giant crusher could put an end to it all! Make 
sure there are no toasters on the ground as you go in, 
they'll break your stride and subsequently your neck! 


The rising platforms can 
be tricky to reach. Use 
the spin jump when 
they're at their lowest 
point. Always shoot the 
novering droids before 
jumping. 


The blue doors hold a sinister secret. 
Stormtroopers will enter from here, 
so watcn your back if they open. 
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Hover Carrier 

Make sure you’re powered-up with the 
Plasma before attempting to take on this 
tough cookie! Slip underneath and ham¬ 
mer away at the dome, this way any 
missed shots are likely to hit the jets. 
With the dome neutralised, finish off the 
jets then shoot the rear area. Move round 
to the front and attack to finish it off. 


i m t i * i j 


Always keep slightly 
left or right of the cen¬ 
tral area. The attack 
must be made when 
the bottom opens to 
reveal the red centre. 
Keep aware of the 
Stormtroopers as they 
leap down because 
they’ll move quickly to 
attack. When the outer 
casing is shed, the 
small core will fire 
beams at an angle 
from the sides. Stay 
underneath and shoot 


r v > 


Get behind the metal giant quickly 
and blast its rear. The back will 
reveal a red opening and this is 
where you make the attack. Avoid 
its jumping movements and the 
homing missiles for victory. 


Detention Guard Boss 

i | .* i I J i II; i s flU I < HI i 











































































































Little heart 

slightly- 
Big heart ■ 


Guns wil 
v/eapon 


The sh ; 
invinci 


your energy 


Increases your life 


Little heart 
slightly. 

Big heart ■ 
the maximum. 

, ^nte e ne»tt level oT&er. 

1 air - 
■ Darth's mask will reward you w| fe 
I score bonuses. 

i 

a 

« will blow anything 

area to smithereens. 


the immediate 


^ the length of 


Health swords are 

your energy bar. 


The force will be with you... always! Two 
targets must be successfully torched, the 
large towers and the TIE Fighters that 
guard the outside of the Death Star. Go 
for the TIE Fighters first, twisting and 
turning frequently, and the towers will fall 
in the fight that ensues. 


Death 

Star 

Trench 


The Force is t§ VAvl T > JifUHH 

strong with this m fel H 

one. Piloting Red t j,Z , , 

Five, you embark xl r > W 

on the final attack u : ‘ ^ 

on the Death Star. ; 

As your team of X- p 

Wings have all bit- Wm-gS? r 

ten the dust, it’s Q V ■ T* 

down to you to \^/ ‘ | r r:-iL2f-:r Ts 

take out Darth L_ -. ;• ' 

Vader and ultimately fire off a couple of timely Proton torpedoes 
into the exhaust port at the end of the trench. TIE Fighters pas¬ 
sionately defend the trench, but instead of trying to return fire, 
aim for the incoming fireballs and you’ll last longer! Make sure 
you don’t touch the floor or sides of the trench and keep an eye 
on the distance meter. When the reading hits about 3000, Darth 
Vader will appear. As before, aim for the fireballs and you’re 
sure to take him down. When the meter reaches zero, fire off 
the torpedoes for an explosive ending. “You’re all clear, kid! 
Now let’s blow this thing and go home.’’ 


I The core leads 
| ing antics you’ll 
wheel of an X-V' 
forms to reach 


Gun Fun 

- 

'3? Blaster! The weakest weapon, 
£r£fc but will ricochet on metal. 


Flame! More powerful and 
needs less accuracy. 

mm y ' '~ > 

Seeker! This will home in 
on any enemy on screen. 


ooO 

Rapid Ion! A wide range 
with high power laser. 

plasma! Makes light w< 
.toughest guardians. Top gun! 


ooC 


rm. 


Nearly there! If a 
stray homing missile 
sends you flying, try 
to direct the fall 
down the centre of 
the shaft and you're 
more likely to land 
on a platforr 


Some platforms move 
in U-shapes. Make 
sure you can clear the 
jump before leaping 
off - it's a long way 
down. 


pid 


Two 


guard the lower level 


of the 


guardian 


core 


Blast them from the 


platform 


larg 


below 


The small laser pods 
on the outside of the 
core are there to 
knock you from a 
passing platform. Take 
them out with the 
handgun before you 
become level with 

them. ^ * 

>- 


The ledges on the 
side are well guard¬ 
ed by Stormtroopers 
equipped with Sten 
guns. Shoot them 
From below and 
jump in their grave. 


Tractor Beam Core 


Move onto either of the higher 
plinths and get shooting at the 
centre of the core. Try to stand 
on the edge and shoot straight 
ahead, whilst the core is in its 
highest position. As it moves 
downwards, follow it religiously 
with the blasting powers you 
possess. The larger energy 
balls must be shot as soon as 
they start to splay outwards, 
you can avoid the smaller ones 
that follow. 
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Loads of game play secrets 
revealed in this Codebook 
- shown actual size! 


PORUBLt 


c»i 


SURER) 

MEGA 


:£■***» 


Immediate mega- 
weapons • Jump higher 

• Faster, adjustable 
continuous speed • Infinite, adjustable 
energy - Infinite, adjustable lives • 
Level select • Walk through walls, solid 
objects - Repeat bonus screens • auto 
faster fire • Continuous flying • Fire 
when you're not supposed to - Stop 
timer • Infinite, adjustable time • 
Infinite, adjustable hit points - Leak- 
proof space suit • Infinite, adjustable 
protection against spikes, enemies, bul¬ 
lets, almost anything nasty • Handicap 

either player • Infinite, adjustable 
money • Infinite, adjustable 
KFINDk weapons, ammo - Don’t lose 
MWCTnWJ coins * Change rules of sports 
LriyAIrjjll games • Infinite, adjustable con- 
LEVELSIf tinues • Jump twice as high • 
One chance before dying * Can not 
be overtaken • immobilise bad guys • 
Keep weapons, ammo • Infinite, 
adjustable power-ups • Bad guys don't 
fight, fire at you - Bad guys run away 
from you • Play same level over and 
™ over • Re-use objects • Alter rules of 
puzzle games • Disable moves taken 
counter - Push things through walls • 
Jump four times higher • 

Infinite, adjustable magic 

• Leave levels without 
collecting everything • 

Invincibility - Bonus 
pepperpots • Can't fall 
down holes - Infinite 

3^ adjustable turbos • Find mystery levels 


fAUTO 

FASTER 


S blank in pause mode • Auto-steer • 
Adjust start values of energy, health, 
hearts, wisdom, grid position • 
Infinite, adjustable bonuses • Fly 
FAM AZINGi through scenery • Kill guardians 
p^DpjMAI with one hit - Slow-motion • 
. 3 Change control methods • Super 

H EF FECTS!] Mega Jump • No flying teddy 
bears • Infinite, adjustable shields 
• Auto pick-up • Stop water rising • 
Nintendo '"«"•»«/ adjustable balls • Fall slower • 
of Lewis Stay big • Reveal keys • Double fire - 
No wind • Co straight to end sequence! 


HORNBY 












You know that Kirk and Mr Pointy Ears are getting close, because 
the sets are becoming more expensive. Icons are the key to this 
level, remember each one and you should find the Dilithium. 


THIS rss IT SHSftV 
rKfllfpd?VIKli I’laTKT - 

olliv SHlTl-L X VCTJkll 

it sri?ui«L.u: uir a.’W 
ft - viri? u - uu 


The fate of the USS Enterprise 
hangs in the balance as you 
beam down to this strange plan¬ 
et in uncharted space. Spock 
tells you that the Dilithium is 
held in the temple to the north, 
but no-one knows how to get in, 
and the whole place is sur¬ 
rounded by hungry blood 
worms. Looks like it’s time to 
send in the walk-on part actors 
to get killed needlessly! 


Stand in front of the door and 
activate the Eye key for instant 
access. 


It you try tb enter this area with¬ 
out’the blood worm antidote. 
Kirk and the party will be killed 
off in a flash. Guess what the 
blood worm's favourite food is? 


Watch out for the spitting plants, each one knocks 
down a crew member and will eventually sencf 
Kirk back to the ship. Stun or vapourise them. 


Space... the final frontier, These are 
the voyages of the Starship Enterprise. 

Its five year mission - to explore 
strange new worlds. To seek out new 
civilizations... to boldly go where 
no man has gone before! (Wibbly 
sixties music.) Star Trek is what NES 
Trekkie fans have been waiting for... 
The graphics are excellent, every detail 
(like the tricorder and Spock’s dry 
humour) have been included, and even 
the Star Trek theme has been re-creat¬ 
ed faithfully. Super XS donned the gar¬ 
ish yellow uniform for the full exclusive 
solution. “It might just work Captain!' 9 
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Once you have the antidote from the wizened old man in 
the village, Kirk and his merry band of sixties drop-outs 
must fight through the swamp to get the Eye of Kaos 
from the swamp monster. Use this map to get the quick¬ 
est route and shoot anything not wearing a spandex 
jumper. You need the eye to enter the temple. 


You must enter the village of the cat 
people for the remedy for the trouble¬ 
some blood worms. All the huts are 
mines of information if you don’t mind a 
monosyllabic conversation with 
unwashed natives. 


activate it and the comi 


For those of you expecting 
a great battle between 
Kirk and the swamp mon¬ 
ster, forget it. You will be 
disappointed, he’s not 
home. Grab the eye and 
get out of there! 


nter the first three icons here on the mas¬ 
ter board first. Stand in front of the wall, 
and push on each one until they glow. 


Spock suddenly feel- 


method for 


Each one of these little beau¬ 
ties can kill an entire party so 
it is best to put phasers on 
“kill”, and have some fun 
blowing them to bits. 


Many of the huts con¬ 
tain useful information. 
Visit this one for some 


’Nothing here, Captain 























































H Lekythos is a pretty damn inhospitable plan- 
et when you think about it. Apart from the 
igj ghastly psychic images set up to protect the 
m planet, Kirk and the party must also face a 
H deserted base where the computers have 
gone berserk, as well as earthquakes and 
H suicidal droids! It’s all go when you are a 
starship commander! The planet’s surface is 
W a bit of an enigma, but not when you realise 
M the creatures are all in your mind. For this 
Si mission, it is best to take Spock and a secu- 
|| rity guard to deal with all the problems you 
a! will face on the surface. 


. • 








Captain James T. Kirk 


® Helmsman .'SiS 

You use Sulu to guide the 
Enterprise through uncharted space 
and through any Romulan chases. 
The navigation screen is accessed 
through the main menu but it’s up to 
Sulu to plot the course and get you 
home safe. 


Kirk is the captain of the Enterprise 
and as such gets to do all the hero¬ 
ic bits like beaming down to the 
planets, chatting up all the sexy 
green babes and ordering the red- 
shirts to get killed in all manner of 
ways. 


Chekov likes to mess around with 
the controls of the Enterprise and 
pretend to steer her around the star 
systems but he really gets excited 
when Kirk allows him to use the 
ship’s weapons on the Romulans. 
You have phasers and torpedoes. 


You don’t get much from this frantic 
Scotsman during Star Trek. Scotty’s 
comments are restricted to cliches 
like ‘she canny take any more 
Captain, she’s gonny blow!” If you 
are really lucky, he will tell you what 
state the Dilithium crystals are in. 


Get the Dilithium crystals from 
the area (top left) and get 
Spock you use them to repair 
this robot who moves for you. 


se craters 
of the 


Spock will examine this blast door and 
confirm its strength. You will need a 
security guard with you to shoot it open 
(at last some mindless violence!), but 
you must get him to stand in front of it so 
that his laser bolts hit it squarely. After a 
while, the door will flash and finally crum¬ 
ble, If it doesn’t, move the guard around. 


i as 
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Select each for 
their opinions. 


button, nuke us ture, this gives 
all! Ha, ha, ha! you a password. 


nicator to contact 
other ships. 


party and beam 
down. 


gation icon, plot 
your course! 


This bunch of 
swarthy mutants 
are meant to be 
accurate rendi¬ 
tions of the crew. 
Select each for 
their opinions. 
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A very useful fea¬ 
ture, this gives 
you a password. 


Go on, press the 
button, nuke us 
all! Ha, ha, ha! 


Use this commu¬ 
nicator to contact 
other ships. 


Choose your 
party and beam 
down. 


This is the navi¬ 
gation icon, plot 
your course! 


% SOLUTION 


Okay, so nes not actually on me 
bridge, but that’s probably because 
he’s getting drunk on Mint Juleps 
and Saurian Brandy down in 
Sickbay, where he’s busy chasing 
nurse Chapel. Bones can heal a 
party and provide medical insight. 


Spock is the second most important 
officer after Kirk and has a wide 
range of knowledge in science and 
logic. Always take Spock in your 
party as he will help you in every 
mission as well as being constant 
comic relief due to his pointy ears. 


Many people think Uhura was 
appointed Comms officer because 
the reception she gets from her 
incredible bust measurement is bet¬ 
ter than even Starfleet can hope to 
match. Use Uhura to contact any 
ships in range. 


You can try to turn off the security from this 
room, but it hardly ever works. 


This console controls the 
garbage droids. You can 
turn them on or off, but it 
is better for them to be 
on, so that they can col¬ 
lect things for you. 

Enter this room and pick 
up some bits of trash for 
later on. They will come 
in handy with the 
garbage droid (below). 
There is also a piece of 
module here. 


In order to get the com¬ 
puter module from the 
maniac cleaner droids, 
you have to blast both of 
them with your lasers 
set on full effect. They i j 
will always go for Kirk so 
use him to lure them into 
the other’s laser beams. 

A third droid attacks as 
you escape. 


No-one knows what this 
room is for. The guys at SUPER 
XS have been scratching 
their heads over this little 
problem for ages and have 
come to the conclusion that it 
just looks good and has no 
purpose whatsoever. Super 
XS gives you the hard facts 
and the truth about all the 
latest games. 


Stand where Kirk is 
(above), and throw 
the piece of garbage 
at the module 
through the force 
field. The droid will 
bring it out to you. 


This is the end of the Lekythos mission. Once you have 
activated the computers, touch this strange glowing panel 
and a strange alien will start babbling about lost races, 
mists of time and how grateful he is for you rescuing his 
people. The upshot of all this is that you get the much- 
needed Dilithium crystals for the journey home. 


Once you are inside the base on Leythos, you realise 
that all is not well with the planet. The ancient civilisation 
who built this base had computers which controlled the 
atmosphere but they have run amok! Kirk and the crew 
must get the three computer modules to stabilise the 
planet and get the Dilithium crystals for fuel before your 
orbit decays and the Enterprise is destroyed! 


These three consoles 


are the receptacles 
for the three comput¬ 
er parts. Just move 
up to them and use 
the required module. 
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Once you have completed the 
first planet, the USS Enterprise 
can travel throughout the 
galaxy in an attempt to get fuel 
and reach lotia IV. Despite the 
large amount of worlds on offer 
here, you can only land on four 
of them which is a bit of a dis¬ 
appointment. 


The bar on Shroud IV is where all the action is. You will need to use 
all the objects on this planet to access all the areas but some will 
not seem apparent at first. The programmers have obviously been 
overdosing on the episodes of Star Trek because many of the 
events occur in the real programme and characters like Harry Mudd 
and the Gorn actually appear opposite William Shatner. The whole 
plot of the Shroud IV mission revolves around Mudd, secret agents 
and stolen Starfleet codes. Are you up to the challenge? 


u- k sa-. ss izuitruimai^u: - vuu 
uuvtz vutz 


Kirk and the crew of the Enterprise may think they are out of danger but it is out of the frying pan and 
into the fire! Shroud IV is just out of Romulan space and is a haven for smugglers, arms dealers and 
traitors. Kirk must be very careful not to cause an international incident with his dealings with Harry 
Mudd, but the old criminal has useful information, not to mention more Dilithium crystals. Shroud IV 
has some ingenious puzzles and Super XS recommends you take Spock and a Biology scientist. 


LEKYTHOS 


Romulan Threat 


Use the money you found in 
the stash to buy an Infra Red 
scanner from this arms deal¬ 
er. Very useful... later. 


As soon as you leave the uncharted areas for 
Shroud IV you know you are in for trouble. The 
only problem with going the direct route is that it 
takes you through Romulan space and they sure 
aren’t happy about that. Your journey is interrupted 
by the Romulan Captain (above) who demands to 
see your ship’s log or face the consequences. If 
you are a smart Captain, you will obey and the 
Romulan will escort you to Shroud IV (although 
this means you cannot visit any Romulan planets). 


$$$$$$ 


This is one of 
your old foes 
from the sixties 
TV series. Give 
him the 

Butterfly to eat. 


•—— 

turn 


You overhear Mudd 
talking to some 
Romulan agents in the 
bar; confront him with 
the letter and then get 
to the hotel. 


■ ■ ■ • 


Take the root and the 
Saurian drink to the hotel 
and fix the food sythesizer 
in the back room. Mix the 
two and use the resultant 


This is the root; take it to the back 
room of the hotel with the Saurian 
drink and mix it in the food synthesiz¬ 
er to produce a drugged drink. 


drink to drug the doorman 








This is the secret stash. 
Here lies some Saurian 
drink, a bag of cash and a 
letter to Harry Mudd. 


Stun this butterfly and give it 
to the Gorn inside the bar 
(left). He will let you past. 


14? HT 


Take this flower and give it to 
the green babe in the hotel. In 
return, she will give you the 
remote. 


Use the remote given to 
you by the green babe in 
the hotel to remove the 
rock that blocks your way 
here. 
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0007 

infinite 


9007 

energy 


NES hotline 


The object of this level is 
to rescue Harry Mudd 
from the dastardly 
Romulans. Which is a bit 
ironic when you consider 
that the Klingons were the 
bad guys in the original 
TV series. The main prob¬ 
lem is tight security, but 
with Spock’s Vulcan death 
grip, you shouldn’t have 
too much trouble. 


SPPfi! 


At first, the hotel is pretty dead, but if you find the 
correct objects, it can be a mine of information. Use 
the food sythesizer to create a drug to knock out the 
doorman at the inn, but you will need the guy with 
the pointy ears to fix it. The hotel also has two 
rooms, one with a foxy green babe and the other 
which is Harry Mudd’s quarters. 




Wmm 


Spock scanned the barren landscape. “Captain, it would appear that 
that grasping little Fagin Harry Mudd has stolen my communicator 
and lured us here, but for what purpose?” This sub level is where 
Mudd has been kidnapped. In order to get more Dilithium crystals, 
you have to break Mudd out of jail and risk the wrath of the Romulan 
fleet in orbit around the planet. 


Harry is in this cell. Just go to the 
console on the left and activate it to 
free him. Now go back to his room 
in the hotel ana collect the Dilithium. 


Use the sheet 


































































































































As Kirk and the crew of the intrepid Enterprise 
head for their fourth and final mission on lotia a 
terrible truth is revealed; the whole planet is dev¬ 
astated! As this is the last mission, its time to 
reflect on the game itself. How was it for you? On 
the whole, the Trekkies at Super XS loved the 
game, but the general opinion was that it was 
over far too quickly. Konami could well have 
added at least five more missions to satisfy our 
ravenous gamesplaying appetites! Still, we can 
only hope for a sequel (hint, hint)._ 


This is the first and only time you have a 
space battle so make the most of it. The 
Romulans are a bit miffed that you helped a 
traitor (Mudd) escape justice. The key to 
destroying the enemy is concentrating your 
fire in one spot to knock out their shields. The 
phasers are good weapons to start with, but if 
you really want to get some damage done, 
you are going to have to aim those photon 
torpedoes. Keep the enemy in the middle of 
your sights until they turn red. Watch the 
shield read out on the screen to see which 
areas to hit. You can only take four hits! 


■■ 


After a historic time travel journey, the Enterprise is 
back in orbit around lotia of the past. Take Spock and 
Bones and beam down to the surface to reclaim 
Bones’ communicator, left by the absent-minded doc¬ 
tor on his last visit, lotia has modelled itself on roaring 
twenties and thirties Earth, so expect gangsters and 
counterfeiters operations everywhere. Super XS rec¬ 
ommends you pick up every item you see. They all 
come in useful at some time in this final mission. 


As soon as you enter the Pawn Brokers, 
stun the two thieves before they escape 
and search the bodies for the diamonds. 
Now go to the cashier and he will give you 
some marked cards as a reward. 


Take Bones in the party and he can help 
this boy's dog. In return, the boy will give 
you a Gumboil. Next to the bov is a real 
bone. Collect this for future use. 


You first pi 
the coins 
Oxymyx. 
Oxymyx in 
he is willin 
as to the i 
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To get them, use the stick 
found to the south, and 
the Gumboil from the kid. 
You can use the coins in 
the phone box to the west. 


Casino 


There are three points of interest here. First, the barman will 
give you Oxymyx’s number for the phone. Second, the drunk 
man must be revived and then given the diamond for the 
counterfeiter’s plates, and third, the casino your final goal. 


“Okay, so you wanna play dirty, huh? Well I’ve 
got some special tricks up my sleeve, buster.”. 
Place your cash on the table of the casino and 
let him deal the cards. Say “no” to the game and 
then use your set of marked cards. You will now 
win the game and get your communicator back! 


■ i 


This is a stick which 
is exactly the same 
lenath as the depth 
of the drain to the 
north. How many 
more clues do you 
want? 
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STAR TREK is a trademark of Paramount Pictures. 


Yes, it s the bit of the pro¬ 
gramme at the end where 
the entire crew ridicules 
Spock for a while then 
bursts out laughing for no 
apparent reason while the 
Enterprise flies off into the 
sunset. Ta da daaaa! 


After the discovery that Bones’ lost 
communicator provided the primitive 
lotians with the technology to tamper 
with dimensions and destroy their 
world, Kirk decides that time travel is 
the only alternative. Take a historian 
with you on this mission to get the 
required information and use the library 
card from the pile of books outside. 


Give the police the stolen counterfeit¬ 
er’s plates and they will immediately 
act on your information and round up 
the gang members in the building to 
the left. This means you can get in 
there unhindered and break into the 
back room. 


Cartridge supplied by: 

Toys ’R’ Us 
Tel: (0202) 660406 


Krako tells you that Malone has got 
the communicator and will play you a 
game of cards for it at the casino; if 
you have the money to cover the bet. 
This is where the marked cards you 
were given earlier come in. Now 
where did I leave that $5,000? 


Kirk can see coins lyinq at 
.i i r * i • 
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Always check the chests for hidden 
treasures such as extra gems, use¬ 
ful items and vital additions to your 
personal arsenal of weapons. To 
open them, simply face them and 
walk into the latch on the front. 


These conveyor belts are more 
of a hindrance than anything 
else. Their main function is to 
get you from A to B that little 
Bit faster! 


This lift will take you to the 
second part of the under¬ 
ground lake. However, before 
you can operate it, you must 
nelp the Mill Keeper in the 
town. 


This saucy little gem will not only 
chuck a few experience points your 
way, but also warp you back to the 
town, shoula you need to it! 


Be sure to avoid the little blue blobs that hover around your feet, 
these aren't part of a monster lair. Killing them is like fixing wheels 
to a tomato; time consuming and completely unnecessary! 


In some cases, destro; 
opening another one. 
energy and battle on 


A shaggy-haired 
rock-legend once 
sang: "Come on 
baby light my fire". 

However, ne wouldn't 
have been so keen if 
the fires in question 
were these ones! Kill 
them as you would 
any other baddie! 




Lisa's dream. It is 
here that you will 
find the brush in 
which to enter Leo's 
painting and defeat • 
tne guardian within. 


Free the 
FreUians. 
Make 

Deathtotl 

Pay 


This part of the 
round castle 


tying one monster's lair will result in 
. Wnen this occurs, try to conserve your 
until the last has been destroyed. 


Having managed to operate the lift (unlike 
Carolyn!), our hero will have progressed onto 
the second stage of the Underground Castle. 
This stage is pretty much the same as the first, 
except there are more conveyor belts! Keep 
slaying those demented mutants to restore fur¬ 
ther imprisoned townsfolk to their homes. Don’t 
forget to go and speak to them on your 
return to the town - you never know, in 
return for their freedom, they may 
reward you by giving you handy 
v objects or hints about the game. 


W- ENIX £49.99 ARCADE RPG 
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The bank of the underground lake is 
where you’ll begin the demanding task of 
rescuing the many lost souls held captive 
in the world of evil. The souls can only be 
returned to the town by killing every crea¬ 
ture that emerges from the various mon¬ 
ster lairs, several of which are dotted 
around each action level. Don’t be fooled 
by the pleasant surroundings, for this 
dank underworld is home to many strange 
creatures that seem intent on vanquishing 
you from their domain. Once you’ve 
grasped the control method, these 
mutants can be brought to heel with a few 
swift swipes of your trusty blade! 


Despite its uncanny resemblance to 
Zelda , this stonking RPG is actually the 
sequel to Actraiser , the first, and in 
many ways the most original RPG to 

bless the console. g0. 

Soul Blazer is set in a time when 
money was indeed the root of all evil! " 
King Magridd, the most powerful man in 
the land, had made a deal with the devil 
to become eternally wealthy. In return for 
money, Magridd had to sacrifice every 
living soul in the kingdom. You have been 
chosen by the gods to slap the naughty 
king’s wrists and restore peace to this 
once prosperous land! 
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This is the tool shop. Simply return here every time 
you need a Medical Herb, and the lovely lady behind 
the counter will gladly help you out. 


This is the beautiful vil- 
I lage of Grass Valley. This .. 
is where Dr Leo (the man lf * 
who was forced by the 
! King to construct the 
| device for summoning 
evil) once lived before his 
| unexpected abduction by 
the King’s men. Grass 
Valley is the first town in 
i the Friel Empire which I 
must be saved from the 
| forces of evil and restored 
to its former beauty. 


WaL 

This house belongs to the village 
chief. In his absence, his wife has d 
literally gone out of her mind with 939-. 
worry. By letting her adopt you as . 

her son, shell kindly heal you 
whenever you're injurea. The chief _ ...... 8 

can only be restored after you've ' < • 

killed the guardian. ’ v ' J 

■M • «TS 
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This passage leads straight to the ; 
underground Take, so prepare your- ' 
self for the dangers tnat lie ahead! 


Having used the brush to enter the 
painting, you’ll now encounter numerous 
other creatures. Most of which can only 
be defeated using the Zantetsu Sword, 
but more about that later. Midway 
through this level, you should uncover a 
tile to get you to the Master’s Shrine, this 
will make life a lot easier when con¬ 
fronting the guardian, and also saves 
time when crossing through the stages. 


Return to the place in Lisa's dream, and 
you'll find Leo's brush. Apply the brush to 
the painting in this house, and you'll be 
sucked into another level (see below). 

• 
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* , * This is Gaudi the architect 

of the town. If you leave 
ll . \ '4 this ginger-haired chap- 

:: T’ '!- ■ v ** pie to his own devices for 
a while, he will rapidly 
| construct a nice wall 
around the outside of the 


This is Lisa's house. Don't 
get any funny idea's whilst 
she's sleeping! Simply 
place the Dream Rod on 
ner head and look into 


her dream. 


VVJf) 

These cheeky goats are 
o about as much use as a 
0§ chocolate teapot. 

However, one of them will 
’ 4 show you a few places of 


. interest. 


If you fancy blagging a 
shiny new suit of armour, 
then step this way. Simply 
talk to tne jewel, and you'll 
walk away laden down 
th qoocfies (sort of!). 


Push this tulip to one side to reveal the 
secret pass. This will allow you to enter 
the secret passage guarded by the small 
boy at the top of the town. Personally, I 
think it would just be easier to push nim 
to one side and barge my way in! 
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Get the delicious seeds 



Having restored peace to 
Grass Valley, you will by 
now have obtained the 
sacred stone necessary to 
progress to Green Wood. 
This once peaceful town 
was built by a dog named 
Turbo to offer safe sanctu¬ 
ary for all animals. On your 
arrival to Green Wood, you 
must hastily venture into 
the action levels to free the 
captured animals. 


game. 


from the action level, 
and trade them with the 
first squirrel in this shop. 
In return youll get the 
Psycho Sword. Get one 
of the Masters Emblems 
from the other squirrel. 


This is some poxy the¬ 
atre set up by the 
demented animals to 
entertain each other. 
Why not take in a show 
every time you need a 
Medical Herb? 


Ml 


It isn t just humans that can go 
mad when exposed to too 
much sun. The animals at this 
little banquet are totally loopy, 
and no help at all! 


When you come across 
Monmo the Mole, 
guide her so that she is 
positioned over this 
hole. Then go inside 
and pick up the Mole 
Ribbon from the chest. 
Take this to the Mole 
Guard to get the Shield 
Bracelet. 


This deer will ram the tree at the 
top of the town to reveal a jewel. 
By talking to the shiny object, 
you'll learn of the Master's 
Emblems, and how to use them. 


It's always worth talk¬ 
ing to the various trees 
and birds of the vil¬ 
lage. Half of the time 
they spout complete 
gibberish, but occa¬ 
sionally they come out 
with some constructive 
comments! 


Use the Dream Rod to enter the dream 
of this tree. You'll then appear at the 
very top of the village. Stand on the 
tile to clear a pathway to the chest. 
Once you've returned to the land of 
the living, go to the location in the 
dream to gain an extra set of armour. 


This is Turbo's grave. Go into the tunnel that leads 
underneath and you'll find some vital leaves hid¬ 
den under his bones, very tasteful! 


These crocodiles make useful bridges, providing 
can get them to co-operate. After all, would you 
some little oik clambering all over your back? 



28 


SuperXS MAY/JUNE 1993 















You enter this level on your exit from the 
village. As well as containing many mon¬ 
ster lairs, there are also three separate 
sub-levels situated in this marsh. Whilst 
wading through this stinking wasteland 
be alert at all times for vile lizards and 
mutant butterflies that can spring on you 
at any time. 


The Water Shrine is by far 


: X he second guardian car 
* the Light Shrine. It come 
t statues. The first one wi 
| Simply stand just in front 
avoid its fire. Now just ha 
will attack from the right. : 
[ ue in the centre, so that i 
lasers. Then hit it as it pa c 
is the hardest to kill. It will 
at you, which will contini 
they hit the side of the s 
stay at the top left-hand 
screen, so that you can 
behind the blocks. Use the 
same technique as 
with the previ- 
ous statue to 
defeat it. 


This is the Water Shrine; 
the first building you'll 
come across. Once 
inside, you'll encounter 
many new hazards. 


One touch with one of these 

* beams of light and you will 

be burnt to a crisp. Find the 
7 tiles and divert the beams. 


:§?v These ghouls can only be 
. defeated with the Spirit 
•* Sword. Return here once 
J you have located it. 
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Having gained the second stone from the tree spirit, you can now 
move on to the mermaid town of St Elies. This tranquil reservation is 
situated far below the ocean. St Elies is protected by four mermaid 
statues that must be replaced in order to fully restore the peace that j 
once flourished in this quaint little village. 


This is the Queen's chamber. Return here 
once you've defeated the guardian, and 
she'll make it worth your while! 


This house is where 
Servas the dolphin 
lives. Use the Dream 
Rod to enter his 
dreams, and then take 
in the scenic atmo¬ 
sphere of his warped 
imagination! 


laXi i 

* ,r tiffing*-* * . : '1 } 

/*• 


Every time you restore 
one of the mermaid 
statues to the town, go 
and speak to it. In 
return for its freedom, 
the statue will open a 
secret passage for 
you. 
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This helpful dolphin 
will carry you across 
to the treasure chest 
that is otherwise out of 
reach. In it, you'll find 
something very useful 
(probably!). 


Go and visit this mer¬ 
maid every time you 
require a medical herb, 
she'll be only too glad 
to help you out. 


; Go and visit the dol- 
; phins in this prison. By 
; entering the dream of 
j the sleeping one, you'll 
| be able to obtain one 
of the Master's 
Emblems, if you can 
ever find the location 
- pictured in the dream! 


> > > > > > V 
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This sweet little mermaid will present 
you with some extra magic if you 
enter her chamber. 


\ This mermaid will give 
■ you the tears needed to 
. freeze the volcano. 

; Simply go to the top and 
! use them. After several 
cheap effects and a few 
flashes later, the lava 
1 will be harmless. 


This mermaid will give you the 
Bubble Armour which is vitally 
important if you are to survive 
under the water. 


Equip yourself with the Thunder Ring, then as 
the creatures close in on you, touch these spe¬ 
cial pyramids and watch as the heavens open 
up ana send a bolt of lightning crashing down; 

killing everything in the area! 


always expect the 
mBfflri unex P ecte< jl The rock 
you're sitting on could 
!?, come alive and bite 
i your bum at any time! 


The Isle of Blester can be accessed 
by entering this narrow passage 
that leads off from the seabed. By 


| Needless to say that these 
great stone erections have 
£j some phallic significance to 
jj the mermaids, however, 
i they serve no purpose to 
§ you except to get in your 
I way! 
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This tropical island is the 
natural stomping ground 
for all sorts of spaced- 
out exotic creatures, 
ranging from rampaging 
Apes to endangered 
Whirly-Birds. At least, 
they weren’t endangered 
until you came along! 
Although this level looks 
fairly straightforward and 
basic from above, once 
you’re knee-deep in 
foliage, things aren’t as 
clear! 


This is the busy sea 
bed of St Elies. Like 
most stretches of water, 
this is home to many 
species of marine life, 
all intent on having you 
for dinner! This section 
contains many hidden 
passages that lead to 
other sections of the 
game, most of which 
are revealed only after 
you’ve restored one of 
the mermaid statues in 
the town. 




ne battle to restore i 

ie mermaid 
er rightful throne 
=ikes place on an old 

S5i£* »«* re 

, p c n left to rot on tne 
£ bed. At the port, 

you’ll encounter a chi 

inq (yeah, right!) figure 
Kin the form f a 

<#““* ..*1,, ns. 


The Shore Reef is a 
stretch of land filled 
with tiny lakes. As 
you gradually 

destroy the monster 
lairs, the lakes will 
be drained, enabling 
you to get to hidden 
treasures. Be nimble 
on the controls, as 
bubble-spitting fish 
could leap out of the 
water and zap you at 
any time! 


this hostile scenario, one tree 
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When you rescue 
this little boy, he'll 
give you a pair of 
Mushroom Shoes to 
walk on the ice 


This passage will take you outside into 
the arctic conditions. You must scale the 
mountain side; killing nasty monsters as 
you go. 


If you want to be bored senseless 
by a fact-free story about the 
town's inhabitants, then talk to 
this pointless mushroom! 


: This snail can be 
: reached via a secret 
passage in the wall. 
The slimy one will be 
so shocked on your 
arrival, that he'll give 
you one of the Master's 
i Emblems. 


The granny to the left 
will magically transport 
you to this hidden 
room, in which you'll j 
be able to indulge in 
social intercourse with 
a bit of fungus! 


Use the Dream Rod to 
look into the Dreams 
of this magic mush¬ 
room. Then return to 
the location pictured 
within to find one of 
the master's emblems. 


When you've restored 
the King to his rightful 
place, he'll tell you the 
location of the fourth 
stone. If you return to 
him with the three sym¬ 
bols, he'll summon the 
Phoenix for you. 


This is Nome, the snail. 
He'll give you the 
fourth stone when you 
visit him in the dog¬ 
house. 


Use the Dream Rod to 
look into this old git's 
dreams.This is totally 
: useless because by the 
| time you've released 
i him, you'd have 
j already found the 
; bonus items shown in 
the image! 


Having just wooed the extremely tasty mermaid Queen in St Elies, it’s now time to 
move on to the Home of the Mountain Spirit. The inhabitants of which are pint-sized 
little pea-bodies the size of amoebas. These Spoke-eared little critters only have the 
life span of a year, so they have to cram in the usual pleasures of life that we regu¬ 
larly indulge in, in a very short space of time. This level consists of many red her¬ 
rings, such as the pointless snail race, and the equally irrelevant old man! 


This level is just a basic intro- £ 
duction to what to expect with- 
in the mountain. During your 
trek through the snow, you’ll 
be attacked by rats, harassed 
by abominable snowmen, and 
almost squashed by rampag¬ 
ing snowballs. Not very pleas¬ 
ant at all really! You must 
remember to equip yourself 
with the Mushroom Shoes 
before you walk on the ice, 
otherwise life can get very dif¬ 
ficult. 


The once picturesque springs that 
flowed from the walls, have long _ 
ice fell victim to the dramatic i j 
change in climate a result of 
deathtoll's reign of terror! 


If you 
don't have 

the Mushroom Shoes, use 
these rocks to guide yourself 
back onto the banks. 


This stairway will descend 
into the dark depths of the 
underworld. I hope 
you've eaten plenty of 
carrots, because it gets 
pretty dark down here! 
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The Ice Field of Laynole is situated 
deep within the core of the mountain. It 
is a place that holds many hidden trea¬ 
sures that aren’t always apparent on 
your first glance. The key to success is 
to use your magic wherever possible, 
especially when trying to bump off 
those annoying witches or bats that 
always appear just out of range for your 
normal weapon. When all is well, dash 
down the dark staircase to the under¬ 
ground lake (sounds familiar!). 


Having made it to the underground lake, you’ll now get a taste 
of what the evil Demon, Deathtoll is trying to throw at you in 
order to prevent you from reaching his lair. This level combines 
some of the worst monsters imaginable, all seem intent of sap¬ 
ping your life force away from you. Remember, if you get low 
on energy during your attempts to restore the townsfolk, pop 
back to the Master’s Shrine via the blue tile in the top left-hand 
corner to replenish yourself. 


Don t get too near these 
ice statues, otherwise 
they'll explode; shower¬ 
ing the area in frag¬ 
ments of razor-sharp 






look out for the hidden 
bridges that join the 
platforms together. They 
aren't always apparent, 
so it's worth waiting a 
few seconds for them to 
appear if you are 
unsure of where they 


You can obtain the Lucky Blade 
from the chest hidden away on 
this distant plateau. 
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the laboratory where, for many years, Dr 
ork. It is here that he was 
to construct the device for 
building has two floors and 
useful objects and cer- 
w -p vital links in the sto¬ 
op within the heart of the 
stands above a treacherous 
ina all manner of hideous and 


summoning evil. This 
various rooms containing 
tain characters that make up 

ryline. Situated deep v.. 

desert, this house u- 

power plant containing all m£ 

. . i _i. r\ 




This chest contains the essential Zantetsu 
Sword. Once equipped, you'll be able to 
slice through the meta creatures likes a hot 


Follow this mouse into the 
hole to have a good old 
chin-wag with numerous 
other mice! 


The key to this door can be 
obtained from one of the 
creatures upstairs. 


Use the special leaves to lure the cal 
outside this door. It is now safe for > 
to speak to the mouse in the corner. 


Push this chest out of the 
way to reveal one of the 
Master's Emblems. Then 
open the drawers to find 
an extra suit of armour. 


As a special thanks for getting rid of the 
cats, this mouse will present you with 
some extra magic. Bless him! 


This staircase leads down to the 
first action level. Be on your guard 
as it contains some vicious crea¬ 
tures that are likely to sap your 
energy within a matter of seconds! 


Don't waste valuable 
time talking to these 
mice, otherwise you'll 
just be subjected to a 
pointless lecture about 
the rights of mice! 


This plant will give you the 
scented leaves necessary tc 
lure the two cats out of trie 
downstairs room. 


This is a holy mouse, return to 
this shrine every time you're 
low on energy to be purified. 


Enter this cat's dreams to 
see vivid images of the 
past concerning Dr Leo 
and the events leading up 
to his disappearance. 


Allow yourself to be 
sucked into these models. 
Inside, you'll encounter a 
world of mini-people who 
are all intent on jabbing 
you in the behind with 
their spears! 




S chest of drawers to store 

.died herbs. Rather point¬ 
less, but true nevertheless. 


unwani 


The spirit of this great door will 


. . , join you; allowinq 

invisible guardians inside the models. 


fEHTTTT 
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This is the dark, dank basement of the 
house where Dr Leo spent many 
unhappy hours. The creatures inhabit¬ 
ing this pit are really tough, so 
approach each monster lair with cau¬ 
tion. 


(h'sexif provides aone-w, 
d$ et /° guardian. 
Whether or not you will be 

^Sdenenkonhow 

we " you perform. 




,. s a nomer of those badly t 
tioned |ewels that will qivJ 
experience points and wfiisk 


The demons are out in 
force on this level, so 
keep your wits about 
you and destroy each 
monster lair in turn. 


Try to avoid walking for too 
long on these stretches of 
path, otherwise your feet 
will be subjected to vast 
amounts of heat-inflicted 
agony! 


It may be a good idea 
to equip the Ice 
Armour on this level, 
as it prevents the loss of 
energy when crossing 
these small stretches or 
fire. 


These small tunnels can be 
walked through in order to 
get to other sections of the 
level. Look out for the vari¬ 
ous monsters that are likely 
to shoot past. 


Here is another one of 
those jewels that crop 
up to award you with 
extra experience points 
and whisk you back to 
the laboratory, should 
you wish to go. 




Unfortunately, these pillars 
cannot be passed 
through, you'll have to 
find another way round 
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This is Magridd Castle, home of the mighty King. It was he who ordered Dr Leo 
to construct the machine for summoning evil, which led to the imprisonment of 
many innocent creatures, and also the death of Leo himself. This is the toughest 
level to crack, and will take vast amounts of brain power to fathom out the tricky 
little puzzles. However, as the XS boys are on the case, we’ll do all the tricky 
work, and leave you to cruise around the picturesque monument at your leisure! 


I Judging by the condition of these 
rooms, this part of the castle hasn’t 
been visited for decades! Being the 
first living human to venture down to 
these parts lately, the hordes of 
awaiting monsters that inhabit this 
stinking pit take an instant liking to 
you, but not in the personal sense! 
These famished rodents are all 
intent on having you for dinner, so 
keep your hand on your sword at all 
times! 


is King Magridd, the silly oaf who started this silly cha- 
2. Speak to nim after you've killed the guardian to hear L 
3er on about seeing the error of his ways. He'll also give 
the last stone needed to enter the world of evil. 


* This is where you'll find 
one of the last remain¬ 
ing Emblems. When 
/ you've collected all of 
- them, go to the jewel at 
■jS the top of Green Wood, 
g You'll receive a bell, 

4 which when equipped, 
j will allow you to use 
£ magic without gems. 


This dozy old guard 
will give you the 
armour necessary to 
walk over the spikes 
in the dungeon. 


Give this bard the 
harp string located 
in the dungeon, he'll 
then proceed to play 
his ode to Lisa, a 
moving folk song 
about his lost love! 


# This is where you first 
f encounter the Queen. If 
£ you compliment her on 
4 ner gooa looks, she'll 

j give you the VIP card 
£ necessary to enter the 

# right tower. If you return 
J here after Dr Leo kills 

£ her, then you'll find the 
4 Invulnerability Bracelet. 


iwmtrmminni 


When the bard starts 
playing, the guard 
that once stood here 
will move, revealing 
the platinum card 
necessary to enter the 
tower. 


This mind-reading 
spooky babe will give 
you a medical herb 
every time you need 
one. 


One of the guards in this room is from the sky just like you, his spirit will 
join you, allowing you to see the invisible passages in the action levels. 


mis maaen passage can oi 
of the guard's spirit, so be s 
you attempt this level. 


There were originally three of 
these walls when you entered 
the level, however, two of 
them vanish when you destroy 
the monster lairs. They'll dis¬ 
appear to reveal more mon¬ 
ster lairs. 


These stone creatures cannot be 
killed so don't waste time trying, 
otherwise they'll conjure up fire¬ 
balls in their eyes and proceed to 
blast you with them. 


The dreaded snakes are back in 
force! Be sure not to fall victim to 
their vicious attacks! 


This staircase descends to the very 
pit of the basement where you 
encounter more hidden chests and 
passageways. 
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After Dr Leo’s m 
showdown wan 
Queen, you mustn 
airship and sail yo 
confront the final 9 
before Death .oil. 
ing serpent is a re 
, cookie due to its 
to stay sti« for a 
I length of time, 
time to attack 
beast is when it 

d diagonally past- 

I front of the cab 
I vent being pusl 

■ bv the wind, 

■ move sideways 


You'll find the harp string clasped 
tightly in the skeleton's hand, take it 
to the bard in the tavern, and the 
path will then be clear to pick up the 


platinum card and head 
tower. 


Use these stairs to get onto the 
higher ledge of the level. Here 
you'll find more monsters and 
even a couple of useful items. 


Beware of these little green 
snakes. They're easy to kill, but 
have a habit of returning when 
you least expect it. 






Be sure to scale every square 
inch of the levels, otherwise 
you'll overlook hidden monster 
lairs or treasure chests, like this 
one here. 




ouqpo rampant 


This dark stair case leads to the lower 
sections of the castle where the 
inevitable onslaught of monsters 


W 'M 68 SS 
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This is the Skeggy Dungeon where countless 
aristocrats have been tortured in the past. The 
level is shrouded in darkness, so it isn’t always 
easy to spot the exit, or perhaps the many mon¬ 
sters, chests, and essential items that litter the 
corridors.The wandering spirits can only be killed 
with the Spirit Sword, so you must locate and 
equip it before you tackle many of the monsters 
on this level. 
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Here is a brief guide to the various items that you collect during 
your travels through Soul Blazer. This list only contains the items 
that don’t seemingly have a use. The list spans throughout the 
entire journey, so some of the items would have been collected 
and used during the earlier levels. 


This emblem can be 
found next to the 
entrance of the cas¬ 
tle. 

This emblem can be 
found in the chest 
under the castle. 


This emblem can be 
found in the chest of 
drawers on level five. 


This emblem can be 
found on level one 
after you've killed the 
metal monsters. 


This emblem can be 
*1 found just outside the 
' guardian's chamber 
on level four. 


This emblem can be 
obtained from the 
squirrel on level two. 


// •’ 


This is goat food, feed it 
to the goat in Grass 
Valley to gain useful 
information. 

Get this door key from 
the sleeping cat to enter 
the bottom room in Leo's 
laboratory. 

Use these scented leaves 
to lure the frisky pussy¬ 
cats out of Dr Leo's lab. 


This is Leo's paintbrush. 
Collect it from Lisa's 
dream to enter the paint 
in the great house. 

This master's emblem 
can be found in the dol¬ 
phin's dream on level 
three. 

These medical herbs 
crop up all over the 
place. Use them to 
replace your energy. 


r < 


Dr Leo will give you this 
key to start me airship. 

Put it in the port under 
the steering wheel at the 
front. 

This is the Mole Ribbon, 
collect it from Monmo's 
chest to get past the mole 
guard. 


Get these mushroom 
shoes from the boy in 
level four. Use them to 
walk on ice. 

This pass can be found 
under the tulip next to the 
boy's hut on level one. 
Use it to enter the cave. 


This is the platinum card, 
you'll find it in the tavern. 
Use it to enter the tower. 


This is the Power 
Bracelet, it will double 
your attack power. 


This red hot ball can be 
obtained just outside 
Deathtoll's Shrine in the 
world of evil. 


This red hot stick can 
be obtained from the 
nervous bird on level 
two. 


This red hot mirror 
can be obtained from 
the mermaid on level 
three. 


This is the Shield 
Bracelet, it will half 
the damage received 
by monsters. 

This strange bottle will 
prevent you from los¬ 
ing gems if you die. 


The Invulnerability 
Bracelet will increase 
your attack power by 
two. 

Use this Thunder Ring 
to kill the monsters on 
Blester isle on level 
three. 

This VIP card can be 
obtained from the 
Queen, and will get 
you into the tower. 
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Are you a 
Street Fighter 
4«f& //wimp? 

* Are you Sonic-boomed 
I to a pulp by your best 
mate playing Guile? 

Does being lightning-kicked 
to oblivion by your sister, alias 
Chun Li, send shivers down your 
spine? 

Is your Ken character no harder 
than Barbie’s boyfriend? 


How many times have you moved in for 
the kill; furiously battling with your joypad to finish 
off a dazed Ryu with an almighty Dragon Punch, 
only to let off a fireball in the wrong direction? 
Well those days of messed up super moves are 
over, thanks to SpectraVideo’s latest miracle. 

Super XS and those clever peeps at 
SpectraVideo would like to introduce the ultimate 
fighting machine - the awesome TopFighter 
Joypad! 

This pinnacle of ass-kicking technology is a 
limited edition arcade style joypad which is fully 
programmable. The TopFighter has been 
designed especially to program 
many different movements and 
actions on a joypad (normally 
requiring a sequence of frenzied [L f W 
button pressing) all into a singlet* |T ^ 
button. The programmable \ 
functions will make playing the \ 
game easier and give you the 
edge in defeating the enemy. j>.>T 


The main features include... 

• Six fire buttons and three action 
keys. 

• Programmable LCD control 
panel feature to memorize action 
sequence. 

• Independent auto-fire 


function. 

• Slow motion with variable speed settings. 

• Robust metal casing with arcade size joystick 
and buttons. 

WHAT DOES IT ALL MEAN? 

Here’s an insight into what this 
joypad could mean to your fighting 
career. Take Ken, for example. To 'BE 
perform a Dragon Punch at the touch of a 
button, you’d use the special program | 
mode to learn the sequence of directions 
being used whilst trying to perform the H 
punch. In other words, the TopFighter * 
learns the move and processes exactly the At 
same combinations into a single button. 


Don’t worry if the 
main prize slips 
through your fingers, ^ ^ 

we’ve also got 
five rather 
excellent SN Propads to 
} give away as runner up prizes! 

k\\ Go for it! 


COMPETITION 
ENTRY FORM 

To win the whole SpectraVideo package, all I 
have to do is find the following Street Fighter II 
action words in the word search below. It couldn’t 
be simpler! 


r Good, eh? No more fumbled flash kicks for 
this guy! 

What’s more, there are three action buttons 
each storing a different move, and with two 
program modes, it allows a total of six special 
combinations. Wow! 

GIMME ONE OR I'LL 'AVE YA! 

How much would you pay to be the Street 
Fighter II champ in your neighbourhood? Well 
normally this little beauty would set you back 
the tidy sum of £69.99, but 
SpectraVideo want to give you 
one for free! Not only that but 
also up for grabs is a Super ^ ^ 

NES complete with Street > 

Fighter II and an amazing 14 ** ^ 

inch JVC portable remote TV % 

- need we say more? For a 1 ^ 

chance of Mr Postie shoving 
the whole lot through your \ 
letter box just when you least 
expect it, grab a pen and find ? 

the eight Street Fighter II moves v % 

in our Super XS word search. When 
you’ve found them all, send in the 
form and you could win the whole « 
kit. 


1. Dragon punch 
3. Sonic boom 
5. Yoga flame 
7. Body slam 


2. Lightning kick 
4. Pile-driver 
6. Upper cut 
8. Ha Dou Ken 
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POSTCODE. 

PHONE NUMBER. 


The console I own is. 

Please print a solution for.. 


„ #• 


Complete the word search on this coupon and 
send it (or a photocopy) to SpectraVideo Street 
Fighter II smasher, Super XS, Durham House, 
124 Old Christchurch Fid, Bournemouth BH1 
INF. 

All entries must be in by 24 May. 
















































PRINCE OF 
THIEVES: THE 
ADVENTURE 
BEGINS... 

1HEARAB DUNGEONS 

You start off deep inside an Arab 
dungeon, as you stand by and watch 
a guard torture your friend Peter 
Dubois. At the top left of the screen 


you will find your sword, which you 
can collect and use on the guard (the 
scoundrel). After you have beaten the 
guard (ha ha), search around and 
you will discover a key. Use the key to 
open the door in the right-hand wall, 
then go up and talk to the prisoner 


then remember to search it for any 
useful items. When you come to the 
first crossroads, go straight across 
and then go right at the next cross- 


chained up who turns out to be 
Azeem. Release him and go to the 
pile of hay in the top right and search 
it to discover the door key for the 
locked door. Exit through the door 


The game of the film is an excep¬ 
tional NES game in its own right. 
Excellent, colourful, well-defined 
sprites and a plethora of missions 
make it a challenge for hardened 
players, but beginners will be 
instantly drawn into the leather 
garbed world of medieval 
England and gallant forest 
rogues. This is another of 
the games requested by our 
readers from their competition 
entries and we at Super XS are 
happy to bust any game you care to 
mention, so get your nominations in 
now! Strap on your sword, get into 
your tight fitting size 28 waist leg¬ 
gings and defeat the Sheriff of 
Nottingham! 


PRINCE OF THIEVES " is a trademark of Warner Bros, a Time-Warner Entertainment company, <c 
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roads. Continue to battle your way 
along to the right until you reach the 
next junction, you can gain a red 
potion by going to the right or head 
towards the exit by going left at the 
next junction you reach, grab the yel¬ 
low potion and go left until you reach 
a crossroads and an overhead battle. 
It’s simply a matter of fighting the 
Arabs in order to escape. Don’t worry 
about Peter being wasted, as there is 
nothing you can do about it and he 
probably deserves it anyway! 


ARCADIA £34.99 ARCADE ADVENTURE 


and fight the jailer with the big axe 
(see duels). When you beat him, 
search his body to find a hidden 
torch. Exit by searching the hay in the 
lower right corner to discover a hid¬ 
den passageway to the catacombs. 

THE MAZE 

In the catacombs it is very easy to 
get lost in the labyrinthine passages. 


It is only really feasible if you have 
the torch, otherwise you will have to 
find your way through in near 
complete darkness which is not a 
good idea. From the start, move up 
the screen battling any Arabs that 
approach you. If they leave a corpse 


THE SHERWOOD ARMOURY 

The many locations you visit hide a variety of weapons and armour to help you defeat the Sheriff 
and his men. Use this comprehensive XS guide to locate all the important items in Robin Hood. 


SWORD 

The sword can be found at the start of the game in 
the Arab dungeon. 

KNIFE 

You will discover the knife in the bottom right hand 
corner of Sherwood Forest. 

DRUID'S DAGGER 

An enchanted weapon that can be gained from 
Marian when you meet her in the small chapel. 

LOCKSLEY SWORD 

When you fight Guy of Gisborne in Sherwood you will 
receive the powerful Locksley sword. 

LONG BOW 

The Long Bow can first be discovered near 
Hadrian’s Wall next to the young boy called Wolf. 
You can also discover another bow in the top left of 
Sherwood Forest when you are searching for the 
haunted well. 


CROSS BOW 

This faster firing and more powerful bow will be yours 
if you search the top right-hand corner of Sherwood 
while you are en-route to the besieged village. 

LOCKSLEY BOW 

The most powerful of all the bows is secreted in the 
Cave of the Boar. 

QUARTER STAFF 

This weapon can be accessed when you beat Little 
John in the duel on the log bridge. 

BALL AND CHAIN 

The very powerful chain weapon is hidden in the left 
of the two buildings at the rear of the village that is 
being terrorized by the Baron. 

DISGUISE 

The disguise will be yours if you can steal it from the 
peasant’s hut, when you flee the burning camp to 
hide in Sherwood. 




















































HADRIAN'S WALL 

From the start, move down the 
screen and grab the arrows by the 
tree, then go to your left to get anoth- 




you reach the bottom corner. Walk 
directly right to yet another quiver, 


er quiver of arrows and a chest key, 
then return to the peasant at the start 
point. From here, go up to collect an 
apple and get another quiver of 




arrows. Go back down and go left. 
Waiting for you is a yellow potion. 
Continue left then down then left 


then return left to the front of the cas¬ 
tle, collect the quiver and go up to 
enter the gates after getting the two 
quivers from outside. 

INSIDE THE CASTLE 

When inside the castle you will have 
to deal with rats and other tiny ene¬ 
mies so it is important to collect the 
different foodstuffs found scattered 



again, collecting the quiver on your 
journey. Follow Azeem’s directions 
and travel up. Fight the Sheriffs men 
and grab the long bow from next to 
Guy of Gisborne and then the apple. 
Now travel up to find another apple 
and open the chest and talk to the 
boy called Wolf. Head back down and 
go left, grab the quiver and exit this 
level by travelling left. 


head right to get a load of arrows. Go 
back left to the crossroads and take a 
right to yet another quiver and a loaf 




throughout. The best way to deal with 
the rodents is to use the arrows. 
Initially, travel straight up until you 
reach the second crossroads then 



a bandage, bread and some chain 
mail, then talk to Marian who will give 


of bread. Return to the crossroads 
and go left to find Duncan who will 
give you the Locksley Medallion. Now 
all that’s left to do is return to the door 
and exit. 

Go down out of the castle, then 
travel left along the castle wall and 
continue all the way to the left to exit 
this level. 

DUBOIS MANOR 

Repeat the process you used to 
enter Locksley castle in order to gain 
access to Dubois Manor. Here you 
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you a saddle. Finally, return to the 
entrance. From here move left to the 
horse, stand by his head and use the 
saddle to be taken to the riding level. 

RIDE FOR YOUR LIFE! 

Keep your finger pressed right on 
your joypad to keep your horse’s 
speed up, and jump over the stones 
that come towards you. Stones 
always approach in pairs with a large 
one followed by a smaller one. Don’t 


must wear your medallion to get past 
the guard on the gate. Inside the 
manor go left to get a leg of meat and 
a loaf of bread then go up to speak to 
the peasant. 

Return to the start point and then 
travel right and walk up the first pas¬ 
sageway to the top to get a yellow 
potion. Walk all of the way to the right 
to enter a room where you can grab 



let yourself fall over any of the stones 
or let a rider pass you, as both will 
stop you from reaching Sherwood. 


GUIDE TO BATTLES 



APPROACHING LOCKSLEY 

Walk left until you come to the castle 
and travel down the castle wall until 


DUELS 

Every duel featured in Robin Hood can be won in the same man¬ 
ner. Basically you have to keep moving at all times, jumping into 
the fray to strike and then returning to a safe distance. When 
your opponent approaches, use your sword to get a shot at him 
then move away again. The other way to win is to allow your 
opponent to leap onto a table or log and then swipe his legs, all 
the while he will not be able to get you! Any special duels will be 
fought in a side-on detailed view. 

BIRDS-EYE BATTLES 

A furore of fishfingers or a clash of cod? Alas no, simply another 
way for battles to commence in Robin Hood. First select the 
character with the most energy and then just enter the thick of it, 
using your attack button to destroy any enemies who come near 
you. When you have destroyed the group nearest to you, move 
on to the next lot. 


PRINCE OF THIEVES™ is a trademark ot Warner Bros, a Time-Warner Entertainment company, <& 1991 
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SHERWOOD FOREST 

In Sherwood, travel up to the first 
junction. If you travel either diagonally 
up to the left or right you can gain 
some arrows in each place. 
Alternatively, travel right until you can 
go no further then go down to get a 
knife. Head up until you can move no 
further then move all the way to the 
left until you reach a clearing above 
you. 

Move up to the river with the log 
across it to face Little John in a quar- 
terstaff match - make sure that you 
are wearing your medallion to be 
accepted by the outlaws. To beat 
Little John, jump back off the tree and 
stand on the rock. When John jumps, 
down you can pin him against the 
tree and hit him continually. 

AN UNAI 
MARRIAGE 

Upon entering the other part of 
Sherwood on your way to stop the 
Baron’s wedding, start by going left 
then down and take the first turning 


Sherwood to face the boar by going 
under the trees to the lower right then 
going up the passage to the upper 
right. Don’t worry about the strange 
change of direction - Sherwood 
Forest was designed that way! 


Once in Sherwood, head up to the 
right in a diagonal direction. After fac¬ 
ing the yellow animal, head right until 
you can go no further, then travel up 
and take the second turning on your 
left and move left until you come to 
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come to a clearing with a group of 
trees in the centre. Exit the forest by 


can use to cross the river. On the 
right you will find the well. Walk all 
the way to the right to discover the 


rope you will need to get down the 
well. Go back to the log over the river 
and walk all the way up the left-hand 
side so the river is to your right. At 
the top you will discover another bow 
and a quiver. Return to the well and 
use the rope on the well to enter it. 

Down in the well, take your first 
right-hand turn then continue along 
the passage and take the first left- 
hand passage and continue upwards 
to enter the dark dungeon. Travel to 
the top to get the message from 
Mortiana. Now return from the dun¬ 
geon through the well and go back to 
your camp where you will discover 
that Marian wants to see you in the 
chapel (at last, a bit of real fun!). 


MEETING MARIAN 

Leave your camp and enter 
Sherwood to get to the small chapel. 
Move to your left and take the pas¬ 
sage that leads up then take the sec¬ 
ond passage on your right and travel 
diagonally up to the right until you 


the gap above you to appear outside 
the chapel. 

Travel up the nearest side of the 
chapel to collect a quiver then travel 
back down to the chapel entrance. 
Go into the chapel and move to the 
left chamber to speak to Marian who 
will give you a druid’s dagger. Now 
return to your camp and speak to 
Little John again. 

BUST THE TAX CARTS! 

Enter Sherwood and head straight 
down to fight Gisborne to the death. 
Use your usual stab and move tech¬ 
nique to defeat him. When you defeat 


Guy, you can claim back the Locksley 
sword, you will also gain a new ally in 
the form of Friar Tuck. Go back up to 
your camp with your newly captured 
taxes. Nothing like a bit of robbing the 
rich to give to the poor. 


SEARCH FOR THE HERMIT 

Re-enter Sherwood again and go left, 
then up the left again. At the junction 
walk up through the forest and go 


go up and 
travel up to enter the 
You must duel the 


your path, 
pool and 
hut. 
and beat 


on your right followed by the first turn¬ 
ing below you. Walk down all the way 
to the pool. 

Go round the pool in a clockwise 
direction and move right and down to 
be taken to the outside of the cathe¬ 
dral. 

The cathedral itself is laid out in a 
similar way to the other castles that 
you encountered before. Once inside 
the church, head to the right, go 
through the doorway to go to the sec¬ 
ond floor then move right until you 
come to a junction. Wander up to the 
top of the corridor then turn left to get 
the letter and a leg of meat. The 
other rooms contain a bag of gold, a 
yellow potion and a bandage, but 
there are so many soldiers around 
that it is too risky to hang around. 
Instead, go back downstairs to the 
point that you entered the church and 
head straight up to face the Baron 
himself. 

To beat the Baron, stab and move 
away and keep moving to stop him 
striking you. Once he is defeated, 
return to your camp the way you 
came, to be informed of the Wild 
Boar. 

THE WILD BOAR 

Leave your camp again to enter 


To beat the boar, move quickly 
around the cave and shoot him in the 
head with the bow and arrow. When 
you defeat him, search the cave 
many times to discover a bow, 
armour and many other useful items. 
Once you have done this, return to 
your camp to be given another good 
deed to carry out. 

MISSING MAN 

Leave your camp by going down to 
enter Sherwood and get to the bot¬ 
tom of this missing woodsman mys- 
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tery (the butler did it!). In Sherwood, 
walk all the way to the left until you 
come to the river and follow it down 
until you come to the log which you 
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SOLUTION 




him for him to agree to join you. If you 
beat him by using the usual stab/ 
move combination he will charge you 
200 gold pieces for his services. It’s 


Go back up, then right, down and 
take the first left turning, using your 
bow to destroy the fish men guarding 
the water. Now use the flask to col¬ 
lect the water and return to your 
camp to restore everyone’s health... 


then back to the camp where you will 
discover a terrible disease (and Maid 
Marian’s furious!). 


A SPREADING DISEASE 

A terrible flu is spreading through the 
camp and only water from a mystical 
pond can cure the sickness. As 
usual, it’s left to you to travel to this 
legendary pool and return with the 
magical water (apparently Little John 
is busy). Begin by travelling up, then 
immediately go left and walk up to 
the top and go right. Take the first 
turning down to get the water flask. 



You must stop the Baron from attack¬ 
ing a small village. Enter Sherwood 
and travel straight up and cross the 
river, grabbing the quiver on your way 
for some much-needed arrows. 
Follow the river to the left and take 
the first turning up, continuing up and 
taking the first right-hand turning to 
get a crossbow. Go back to the river 
and continue left along the river until 
you come to the next log crossing the 
river. Go up to the top then go right 





I ALWAYS LOVE A 
WEDDING (SNIFF...) 

And they all lived happily ever after. 
Gives you a nice warm glow inside, 
doesn’t it? 


IiaHiAn DUBOIS 


YOUP. KING. 


and exit via the gap in the trees 
across the top. 

When you enter the village, you 
must fight off the Sheriff’s soldiers. 
Make sure that you search all of the 
different huts as there are many use¬ 
ful items inside. When fighting the 
Baron, try to draw him into you, so 
that you can strike without letting 
down your defences. Make sure you 
get the letter that he drops. 

BATTLE IN THE CAMP 

The battle for survival is impossible to 
win in the overhead battle mode, 
there are simply too many of the 
Sheriff’s men. Instead, you must fight 




Walk along to the end of the corridor 
and go up, followed by your first right. 
Go to the end to face the giant skele¬ 
ton and let him have it with the druid’s 
dagger. When you beat him, go up to 


to the bottom to get the saddle. Head 
left and up, followed by left. If you fol¬ 
low this passage down and use the 
saddle in front of the horse you find 


face the Sheriff in a final duel to the 
death. You simply have to use the 
same dodge and stab method as you 
have throughout the game to hack 
down the evil Sheriff and win the 

nampl 


elling along until you reach the junc¬ 
tion. Go down to the bottom and then 
head right to find the exit by a clump 
of trees where you can return to your 
burning camp. 


your entrance, go up and take the 
fourth passage on the right then dash 
along and take the second turning on 
the left followed by the first right. 


there, you will be transported to 
another riding section so use the 
same method as in the first section. 


Cartridge supplied by: 

Video Games Centre, 
Tel: (0202) 527314 


destroyed and you will then escape 
into Sherwood; fleeing for safety. 
When you first appear in Sherwood, 
go right to the hut and collect the dis¬ 
guise and the two potions, then go 
back to the left and go down taking 
the first turning on your right and trav- 


THE FINAL 
CONFRONTATION 

After you have beaten the gatekeep¬ 
er and his men, dash through the 
gateway to enter the castle. From 


I SHOT THE » 

fou will now need to go into 
Sherwood to find a horse and saddle 
:o take you to the town. Enter 
Sherwood and go straight down then 
move right, up, right and then down 
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The first probe droid is easy to 
defeat. Stand in the centre and 
shoot upwards. You can also 
leap up with the Tauntaun and 
shoot it from the side. 


You will need to go on foot 
through here so make sure 


To defeat this snow beast, stand in the 
comer and keep blasting it. If you are 
right at the edge of the screen, the 
beast will not attack you and you can 
just keep shooting without retribution. 
Each of these beasts take about 50 or 
60 hits each. 


>re it your energy is 
flagging. 


These blocks disappear if shot. If 
you are going down then simply 
blast your way through, but if 
you're trying to get back up. 
Blast the blocks so that become 
steps to climb up. 


Shoot through this section of ice to reach the 
chambers beyond. 


If you want to get up here, shoot the second block up, 
then the one behind it. You have to try and create steps 
large enough for you to somersault up through the gaps. 


you are taking this route, 
don't forget to get these 
hearts for extra energy. 


IpiM 


^ Star Wars was 

big... very big, but The Empire 
Strikes Back , now that is big! * 

Ten massive levels oWfuM x 
intense filmic action make f 
this platform game super!) 
value for money and a top class Game 
Boy game. The graphics are excellent, 
as we’ve come to expect from Capcom, 
but it was the sheer scale of the game 
that made it perfect for an XS solution. 
The game mirrors the film closely, with 


Hoth Ice Caverns 


Level one is set in the ice caverns of Hoth as the Empire begins 
its assault on the rebel forces camped there. As your first mission, 
Luke must venture out on his faithful Tauntaun in search of a 
probe droid that was spotted in this area. In fact, there is more 
than one droid in the area and you must destroy them all to get to 
b the next level. Although there are many small droids, the main 
I guardian is absolutely huge and Luke will need to get aM the 
Force powers to reach and defeat it. Enhanced abilities like high- 
I er jumping and more blaster power are all essential for progres¬ 
sion but you will still have to rely on accurate jumping and shoot¬ 
ing ability in the majority of situations. May the Force be with you! 


key scenes on the ice planet Hoth, 
Bespin and training with Yoda on 
Oagobah ail included with statics for 
added atmosphere. If you follow these 
full game maps, and tips, you should 
have no trouble completing the game in 
the true Super XS style! 
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SOLUTION 




sides and occasionally belt 


This is some moss for your 
Tauntaun to eat and replenish 
its energy. Press down and fire 
to eat the moss. 


The probe droid at the end is 
easy to destroy. Keep leaping 
and shooting at its head and 
avoid the laser beams from both 


These wompas take 
loads of hits so don't get 
caught against the ice 
when you try to reach 
the exit. Keep the crea¬ 
ture at bay with laser 
blasts and then shoot 
the ice blocks behind to 
create a ladder to climb. 
If you blast through at 
the bottom, you can get 
a heart for your energy. 


This is the Light Sabre power-up. You 
can now kill the wompas faster. 


This is the last heart 
before you embark on 
the second part of the 
level. The route takes you 
back outside, but then 
back into even more 
treacherous caves to the 
final probe droid 
guardian. 


Luke must use somersault 
jumps and even Force 
power jumps to get up 
these columns ofice. 
Luckily, you can recharge 
your energy with the 
heart (left). 


Shoot these blocks to get through 
Three probe droids attack you in 
the next cavern. Stay on the float¬ 
ing platforms and snoot upwards 


- - 


Blast through this section of wall to find some 

hearts in the ice and a force power that allows 
you to reflect enemies' shots. 




rind this hidden cave and you an 
rewarded with a heart and the al 
important blaster power-up Force 
icon. You can now tackle the 
guardian with enhanced power. 


Falling into this liquid will rapidly 
sap your life bar. You must antic¬ 
ipate the jumps from each plat¬ 
form so that you can reach the 
bonuses and droids at the end. 
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head to destroy them. 




health heart waiting for Luke 


There is a--- ~ j 

if you can make it to here. To get past 
the AT-ST on the left. Wait outfit goes 
by and then drop down from the plat¬ 
form and shoot it repeatedly. 


You may have reached the 
top of the tree but it is not 
the end of the level. Try 
swinging to the right. 


The reward for climbing 
all the way to the top ot 
this tree is a very handy 
(Force power-up. 


Use somersault jumps to reach 
the higher platforms in the trees. 
Watch out for vine snakes and 
spiders on the branches. 


Use the vines to swing to the 
high areas, but you will have 
to time your jump to land 
safely on the other side. 
Watch out for vine snakes! 


As you can see, there are 
plenty or hearts in this section. 
Unfortunately there are more 
than enough deadly creatures 
to sap all your energy. 


as found the rebel stronghold! Stormtroopers are 
fm the surface using AT-STs to blast the resis- 
nust escape the base and get to his X-wing for a 
vith Yoda. Apart from the Stormtroopers all over 
iu must blast the AT-STs in the head to destroy 
lows you may even be able to get in one yourself 
•inq some Empire tail. Follow the Super XS maps 
xjf make sure you get all the Force power-ups 
will need them right at the end. 


Jump higher Run faster Reflect your 
enemies' she 


Enhance Light 
Saber power 


Enhance power Levitate Convert Force Graphic eye 
of Blaster to health 


Dagobah 
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if you want to reach the 
heart at the top of these 
‘blocks, you will have to 
‘ blast them in the correct 
: order, brming a ladder. 


if you want to get to the last 
section of this level Luke must 
leap between this line of plat¬ 
forms suspended in the air. A 
very tricky manoeuvre! 


Don't let Luke wander onto this electrified section or it 


ftofceDroid Guardian 




You have to get to 
this section or the 
swamp to find Yoda 
and pass the test. 
Dare you face the 
ultimate challenge? 


Spiders and preying mantises are rife in 
this section of the caves. Either avoid this 
area altogether or run through slashing 
your Light Sabre constantly. 


f Falls from this height are not recommended 
as part of Yoda's training. You have to nego¬ 
tiate the caves and trees to get to the top of 
the cliff (above). 


The object of this level is to survive 
the dangers of the Dagobah swamp 
and return to Yoda for the next part of 
your training. In order to pass the 
training you have to get all the Force 
powers and show the Jedi master 
that you are a worthy 
student. The next sec- to \*A x 
tion is the confronta- f ft* 1 2 / 
tion with yourself / / ^ 

(Darth Vader) in the f jf 
cave of inner darkness. R 
Can you survive it? 7 *, 1 


Use this tree to finally leap off the vine (below) and 
reach the end of the stage. 


Don't fall off into this, or it's 
curtains for Luke! 


This is the AT-ST that you can board, so blow the 
Empire forces to bits while you hove the advantage 


comroller™3Ahis°AT 1?”* 

ward and stann A7 y ’ run f °r- 

Now press B fn a P ,ront of «■ 

and you can ^hrPP 61 ' fhe walker 

^AT.STha^XSS,."- 
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Don't bother to go up here; it 
will only be a waste of time. 


Scale this tree to receive an energy 
heart but you will have to fight the 
preying mantis at the top. 


Avoid snakes and other creepy 
crawlies in this darkened cave. 
Run through, while swiping with 
your Light Sabre. 


To get past these mushrooms you can 
either leap over with a somersault or 
levitate through. Remember, if you are 
trying to perform a flying jump. Hold 
down, and wait for Luke to flash 
before leaping. 


Move towards the exploding mushrooms, then 
leap back to clear the path to this ladder and 
the heart. Alternatively you could try performing 
a running jump to reach the ladder. 


All of these mushrooms explode 
on contact. To get past them you 
either have to jump them entirely, 
or shoot them on sight. 


Apart from the Graphic eye 
Force power (left), this hidden 
cave also holds two life hearts to 
recharge your bar. 


This is a jump higher Force power-up. * 
You need to use it at the end of this 
stage to reach a certain platform, so 
take the time to explore this section. 


Jedi Training 




Mow that vou have passed the first section of Jedi training, L 
hisTnner fears and face Darth Vader in the cave at the er 
then you will go on to Bespin, the Cloud City, to help Leiaat 
real 1 Darth Vader and Boba Fett. The mam Problems on 
swamo creatures such as snakes, exploding mushrooms a 
mantis lurking in the branches. As with the first section of 
use the vines and creepers to swing over dangerous area 
Sabre to slash the snakes as soon as they appear. 


f3S 

P p 

m 

jiK 

I 
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Grab another life heart in this 
cave before venturing onto the 
rest of the swamp. 


lis is the Levitate Force power-up used later on 
this level. Drop through the floor to get it, then 
use the power to get back out again. 


allows you to convert Force 


Here's Yoda waiting for you al 
the end of the stage. Well done, 
now you must go to Bespin. 
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city to find Leia 


GAME NAME: The Empire Strikes Back 

TIME TO COMPLETE: 1 week 
HIGHEST SCORE: n/a 
NUMBER OF LEVELS: 10 
CHALLENGE RATING: hard 
If you think you can beat the pros at Super XS on 
any of the games covered in this issue, why not 
send in your high score, together with proof to 
Super XS High Scores. The address is at the 
front of the mag. 



































YOU CAN STILL GET BACK ISSUES OF BRITAIN'S ONLY DEDICATED 
TIPS MAGAZINE FOR SEGA AND NINTENDO CONSOLES. HERE'S 
YOUR CHANCE TO GRAB THE ISSUES YOU MIGHT HAVE MISSED! 


Name.... 

^ ' V . ¥ |Ip* 

Signature_ 

Address... 

« • m mmm n • ««•»••« « tisviittiOJ u-n-m • • • • • • 

Postcode...... 

Phone number.... 

Method of payment please indicate your choice 


□ CHEQUE / POSTAL ORDER 

Please make payable to Paragon Publishing Ltd 


I CREDIT CARD 


Expiry date / / 


Card number. 


: 


Please send me the following back issues of 
Console XS: 


Please return this coupon or a photocopy of it (together with 
your cheque / PO if applicable made payable to Paragon 
Publishing Ltd) in an envelope to the following address: Console 
XS Back Issues, Paragon Publishing Ltd, FREEPOST (BH 1255), 
BOURNEMOUTH BH118R. It won’t cost you a penny in stamps if 
posted in the UK. Alternatively call our credit card hotline on 
0202 299900 or fax us with your details on 0202 299955. 


‘Please note prices quoted Include 55p packing and postage. 



Issue 1 £3.50 

Stunning launch issue featuring hints, tips 
and solutions for over 250 top games 
including Super Mario World (SNES), 
Arnold Palmer (MD), Battletoads (NES), 
Bonanza Bros (MS), Buck Rogers (MD), 
Castlevania (GB), Desert Strike (MD), 
Double Dragon 2 (NES), Dragon's Lair 
(NES), EA Hockey (MD)... 



Issue 3 £3.50 


Massive 160-page magazine featuring 
solutions to Rival Turf (SNES), Lemmings 
(MD), The Terminator (NES/MD), Taz- 
Mania (MD), The Addams Family (SNES), 
Battletoads (NES), Prince of Persia (MS), 
Super Battletank (SNES), UN Squadron 
(SNES), Midnight Resistance (MD), Home 
Alone (GB), Mega Man III (NES)... 


THf SEGA AND NINTENDO PLAYERS 1 GUIDE 



Issue 2 £3.50 


Free 100-page book featuring 500 game 
busters for all Sega and Nintendo 
consoles bundled with this packed issue. 
Inside are full solutions to Asterix (MS), 
The Simpsons (GB), Spatterhouse 2 
(MD), Spider-Man (GG), R-Type (SNES), 
Terminator 2 (GB), Marble Madness 
(GG/MS), Hook (NES)... 


TNI SEGA AND NINTENDO PLAYERS' GUIDE 



Issue 4 £3.50 


Bursting issue crammed with solutions for 
Tom & Jerry (NES), Street Fighter 2 
(SNES), Zelda 3 (SNES), Dragon’s Lair 
(SNES), Turtles IV (SNES), Sonic 2 (MD), 
Alien 3 (MD), Predator 2 (MD), Greendog 
(MD), The Hunt for Red October (GB), 
Bart’s Nightmare (SNES). Also included is 
a massive A-Z of cheats for all consoles! 



























TEL: 0202 516980 

STAR FOX CONVERTOR FOR UK MACHINES.£16.99 

m nsTKAmmmm** mmm m m , a**™ 

BOURNEMOUTH, DORSET, DORSET. BH11 8PN. 

'KING OF THE MONSTERS(US) 

SSSiirSS? ACCEPT NOTH* LESS, 

1ININ00 (US).CALL | STREETFIGHTER 2 ARCADE 

FOOTBALL FURY(US).CALL ' MACHINE IN YOUR OWN HOME!! 

TINY TOONS(US/JAP).CALL | THE STREETFIGHTER 2 TURBO 

SUPER CONFLICT(US).CALL | CHAMPION EDITION 

US SNES CONTROL deck call includes character change in mid 

FATAL FURYnS 8 .CALL I game,longer dragon punches, 

I STAR FOX(US/JAP)~I.call I special moves in mid air, slow, fast, 

g STAR FOX (UK).CALL 1 descending, rising, bouncing 

super STAR WARS(US/JAP)...CALL f fireballs, sonic booms. 

I STREETFIGHTER 2 (US).CALL | UNBEATABLE!! 

BUBSY THE BOBCAT(US).CALL § ALL THIS IN YOUR OWN HOME 

I SUPER STRIKE EAGLE (US).CALL I FOR ONLY £950 VAT INCLUDED IN 

; EVO(US).CALL 1 ALL PRICES.THE VERY BEST IN 

; POCKY & ROCKY(US).CALL § FIGHTING GAMES! 

FATAL FURY. CALL § ALL SNES GAMES ARE JAP, UNLESS 

RUSHING BEAT 2.CALL 1 OTHERWISE STATED. 

BATMAN RETURNS.CALL | 0UR GAME CONVERTOR WILL PLAY ALL 

| NORTH STAR KEN 6.CALL * GAMES ON ANY MACHINE 

. ii i i r ini.i.-. ti— trm—r—mn-— 

SPECIAL OFFERS: STAR FOX + CONVERTOR FOR U.K MACHINES.CALL FOR 

THE BEST PRICE. U.S. SNES, PSU + SCART LEAD, 2 CONTROL PADS & FATAL 
FURY, STAR FOX & STREETFIGHTER 2 + GAME ADAPTOR-AMAZING AT ONLY 
£289.99!! (WHILE STOCKS LAST) 

PLEASE RING FOR AVAILABILITY BEFORE ORDERING. 

POSTAGE & PACKAGING IS INCLUDED IN ALL PRICES. 

PLEASE MAKE ALL CHEQUES & POSTAL ORDERS PAYABLE TO FASTRAM. 

IN ALL CASES PLEASE ALLOW UPTO 21 DAYS FOR DELIVERY. 

PLEASE SEND SAE FOR FREE PRICE LIST & LOADS OF SPECIAL OFFERS. 


VIDEO GAME CENTRE 


MEGADKIXSI PEN A.E.S. PC ENGINE, Tl RBOGRAFX. 
NEC) GEO.I.) NX.GAME GEAR. NILS. MEGA CD. 


SOME SMART SNES GAMES AVAILABLE NOW! 


SNES USA 

STAR FOX —-----— 59.99 
STAR WARS — -----59.99 

TINY TOONS- - —49.99 

STREETFIGHTER 2 — 59.99 
ADOAMS FAMILY 2 —54.99 

COOL WORLD - - 54.99 

DESERTSTRIKE - 49.99 

MARIO KART - 49.99 

ZELDA III - 44.99 

SPACE MEGAFORCE -44.99 

F1-R0C - 44.99 

WINGS II - 29.99 

SPIDERMAN - 39.99 

GEORGE FOREMAN —29.99 

TURTLES IV - 39.99 

PIOLT WINGS - 44.99 

RAMPART - 39.99 

LEMMINGS - 49.99 

AXELAY - 49.99 

DOUBLE DRAGON- — 39.99 
SUPER BOWLING - 39.99 


SNES UK 

DESERTSTRIKE — -49.99 
PGA GOLF——49.99 
JOHN MADDEN 93 —4999 

SUPER KICK OFF - 44.99 

SPIDERMAN - —44.99 

W.W.F. - —44.99 

EXHAUST HEAT - 44.99 

JOE & MAC - 49.99 

RACEDRIVIN - 29.99 

POPULOUS - 44.99 

SIMPSONS - 44.99 

HARDWARE ACCESSORIES 

SNES UK PAL - 10999 

SNES USA SCART—119.99 

SN PRO PAD - —16.99 

STD. NINTENDO PAD—15.99 

ASCII PAD USA - 22.99 

DUST COVER - 4.99 

ASCII ARCADE J/STICK 49 99 
USA.JAP.UK. ADAPTOR 19.99 
ACTION REPLAY PAD -49.99 


SNES JAP 

STARFOX --- 74,99 

TINY TOONS- - -44.99 

BATMAN RETURNS—64.99 

FLYING HERO- - 44.99 

PARODUS -—- -39.99 

PRINCE OF PERSIA — 39.99 

RUSHING BEAT2 - 49.99 

JOE & MAC 2 - 39.99 

SUPER PINBALL - 49.99 

KING OF RALLY- - 49.99 

KAIKAI NINJA - 59.99 

NAMCOT OPEN - 44.99 

SUPER N.B.A. - 64.99 

EXHAUST HEAT2 - 69.99 

TURTLES IV - 39.99 

TOP RACER - 39.99 

HOOK - -29.99 

AXELAY - 39.99 

PANG - 34.99 

SPANKYS QUEST—-24.99 
PHALANX- - -24.99 


+ HUNDREDS MORE! 

WE HAVE A HUGE RANGE OF NEW AND USED GAMES.PLEASE PHONE FOR PRICES, 
AVAILABILITY AND PART EXCHANGE PRICES. ALL CREDIT CARD ORDERS 
DESPATCHED WITHIN 24 HOURS BY 1ST CLASS POST -FREE!! 

SEND S.A.E FOR FULL LIST OR CALL INTO OUR SHOP AT:- 
1888 WIMBORNE ROAD, MOORDOWN, BOURNEMOUTH. BH9 2DR 

TEL/FAX 0202 527314 L -* 

OPEN TUESDAY TO SATURDAY 9.30am - 5.00pm 





_\ WITH 

MEGASUS 

SOLUTIONS r~ 


NO CALL TIME WASTED WITH VERBAL RUBBISH!!! 
LINES UPDATED EVERY MONDAY WITH THE HOTTEST 
TIPS AND CHEATS AROUND RING: 


SNES 0336 42 03 24 

NES 0336 42 03 25 

GAMEBOY 0336 42 03 26 

MEGA DRIVE 0336 42 03 27 


WIN ANY OF THE TOP FIVE GAMES OF YOUR 
CHOICE ON ANY FORMAT RING: 


COMP - LINE 0336 42 03 28 

(MULTI CHOICE WITH TIE BREAKER) 

IMPORTANT PLEASE ASK THE PERMISSION OF THE PERSON WHO PAYS 
THE TELEPHONE BILL BEFORE MAKING ANY CALLS: CALLS COST 36P 
PER MIN CHEAP RATE AND 48P PER MIN AT ALL OTHER TIMES. 
CALLS COST A MAXIMUM OF £3.60 
FULL RULES FROM THIS ADDRESS: MEGASUS SOLUTIONS. GLOBE 
HOUSE. HEADLEY ROAD. GRAYSHOT. SURREY. GU26 6LB 
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An AT-ST waits for you here. Go near it 
and it will start shooting, so leap up 
(and blast the head for instant results. 


Watch out for these conveyor belts, 


This chain gun will fire as soon as Luke 
is pushecf into range by the conveyor 
belts. You will have to perform some 
nifty jumping to escape the bullets. 


they will fling you off to the lower lev 
eJs and onto spikes and AT-STs. 


This conveyor belt will change direction when you 
leap onto it. If you lose control you will be pushed 
Kgh the holes on either side into the lower leve 


patrolling the corridors here 
this ledge and you can forget 
about getting back out again. 


More AT-STs are 
Fall down onto 


This automatic gun will begin 
firing when you are in range, 
un through this corridor slash¬ 
ing your Light Sabre to defied 
bullets or use the equivalent 
Force power. 


'You will encounter a Bespin guard here. 
Crouch and shoot him immediately. 




las. 


Ml IP 


IIA £ t. * 


i 


•■juju ,ijyi Juiijj 


PIP - 
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SOLUTION 


Now you have to escape 
oespin and pursue Boba 
Fett in his ship Slave One. 
Han Solo has been frozen in 
carbonite and it is your mis¬ 
sion to save him from slav¬ 
ery. 

Attack Slave One as soon 
as you see it. Slave One will 
attempt to blast you from the 
front so circle around it and 
use all your guns on its rear. 

If you keep blasting its weak 
spot then you will destroy it 
'n now time. Slave One’s 
energy bar is on the right. 


You will take severe damage if you 
attempt to run through these electric 
force Fields. 


MAY/JUNE 1993 Super 


The Empire Strikes Back”' is a trademark of LucasMm Ltd, © 1993 


53 





































Use this cable to swing to the 
higher platforms and get those 


You will have to use 


Vade 


.i_A A., . 


With Slave One defeated, Luke ^Empire' fn Unfortunately y this has all 

Princess Leia from the might of he Dart V h V ader. This 

been orchestrated as a P lant °J? ^venture for Luke is not over, 
means that although Leia is rescued, « sim j| a r dangerSi 

This level is almost ldent,c l'° r ^Its The S problem with this level is 
^tterTteplent^ran bounty hunters prowling the levels and look- 
ing to bag them a Jedi. 


This is a heavy cannon. If you get 
near to it, Luke will be peppered 
with bullets. Use a long Jedi jump 
to clear the cannon. It's a good job 
you trained with Yoda, isn t it. 


Return to 
Cloud City 


5 3 


nitimaL the f '? al l evel - Luke has t0 muster a" his strength for the 
ultimate confrontation with the dark side of the Force Darth 

Vader appears all over this level but all but one of these is the 
real Vader. The others are just holograms. Level ten is ull ol 
treacherous platforms suspended over deep chasms Apart from 
s^ LUte ? USt alS ° av0ld aatomafc guns at tey po nte 

as well as the constant threat of Darth Vader Use our Super x4 
map to find all the Vaders and don't get lost! S 


your Jedi jum 
skills to gi 
through these 
forms. One sli 
and Luke 
plunge to his dc 


"top level; getting the bonuses on 
the way up. If you come across 
an unsurmountable gap, always 


You meet your first bounty 
hunter here. Leap over him 
and blast him from behind 
with your power*up lasers. 
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SOLUTION 




This the end of the level 


Enter 


much 


Force 


with 


this 


area 


possible 


power 


These conveyors will throw Luke into the spikes 
and down large gaps, leap on £em and then 
3 up ana down to diffuse the movement 


lump 


Luke will meet two Bespin 
guards here; leap or levitate 
over them and shoot them 
from behind. 
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tf you drop here, you will die 
instantly in the pit below. PenOT* 
a long Jedi jump to dear it safety. 


u -jj h ' S C $ e reach the ,ife heart on 
hidden platform. This is important because 

you are nearly at the last Darth Voder and wil 
need all the energy you can get. 


To defeat the Darth Vadc 
next to this ladder; stay o 
the ladder about halfway 
and then hack him with 
your power-up light Sabr 


It may be the final level but the program¬ 
mers have kindly provided you with 
plenty of life hearts so that your fight 
with Darth Vader ends successfully. 




























FVFL | • rocks before they reach you. Move 

■ ■**»** left and ri 9 ht t0 9 et 3,1 the asteroicls 

CUMULUSES and clear a safe path. 

You know you’re in big trouble as 
Stay in the middle of the screen for soon as the screen begins to speed 
the first part of the level; firing con¬ 
stantly, using the flame weapon. If a 
group of aliens materialise around 
your ship, select the Round Vulcan 
weapon which should take them all 
out. Shoot the laser fighters before 
their two orbiting pods start firing. 

The flame weapon is the most effec¬ 
tive. 


The mid-guardian is a large flying 
stratofortress that uses homing rock- 




danger 
has passed, 
there is a 
minefield ahead. 

All you need to do 
to avoid the mines is 
shoot any one, the 
chain reaction will set 
them all off. 


the rate of acceleration increases 
and you have to guide your Axelay 
fighter through some perilously thin 
canyons at high speed. If you shoot 
at the pods on the side, they will 
explode into four bullets so avoid 
them if possible. As soon as you 
come out of the first canyon, push left 
and enter the second one. After the 



ets and moves around the screen to 
** crush you. It also disappears and re¬ 

appears to catch you out. Keep 
4** shooting the front with the Straight 

w- Laser and move left and right to 

dodge the three front lasers. Luckily, 
Kick in the turbos as you you there is a pause as the lasers charge 

attack the floating battle asteroids! and you can see the yellow glow to 

Use the most powerful weapon ie, indicate imminent destruction. The 
the Straight Laser, and shoot at the bullets it fires are easy to avoid but 

beware of a combination of bullets 
and front lasers. The best tactic is 
just keep moving and shooting as 
f soon as the ship appears from the 

the purple lattices and avoid a hasty 
l death. 

JV £ ^ Now you come across larger guns 

/ at the side of the cannons. Shoot 

them constantly to get rid of them. If 


Once this gargantuan arachnid’s you are caught, but it is greatly 
legs have opened and it begins fir- reduced and it is best to move out 
ing at you, stay in the centre and of the way when the web is let out. 
shoot at the eye. The spider has The Straight Laser weapon is very 
two forms of attack. First of all, it effective but you can also fire the 
lets out four smaller spiders on Macro Missiles at its heart, 
webs who all shoot at you indepen- Fortunately, the spider does not use 
dently, and second, it uses a large its mammoth limbs to crush you, so 
force field web to slow you down you should be alright. After a while 
and make you vulnerable to its of concentrated fire, the spider will 
guns. You do have control when explode. 


purple eye to destroy them. Don’t 
leave it too late, or you will be hit by 
flying debris. You can shoot all the 


you leave them alone, they will shoot 
from behind the screen when you 
least expect it. Just when you thought 
it was safe to crack open the beer, 


Use the Vulcan’s guns when you 
enter the space hanger so that you 
can take out the enemies on the floor 
and roof. This is by far the best strat¬ 
egy as using front weapons means 
you end up swamped by bullets. 

Don’t get caught out by the moving 
doors, you can easily be crushed! 


Even the biggest Super NES cynic cannot 
fail to be impressed by the incredible 
graphics and scrolling in Konami’s smash 
hit Axelay. However, this hi tech shoot- 
em-up offers more than just eye-split¬ 
ting visuals. The playability and diffi¬ 
culty levels are set just right, so that 
on your first few goes you will get far $ 
enough to be completely hooked. The - 
stereo sound is also some of the best 
you will ever hear! The armada of 
Annihilation is your ultimate target, but 
the nimble Axelay fighter must smash gar¬ 
gantuan guardians like mechanical spi¬ 
ders, a gun toting walker, and even a huge 
flaming humanoid in a sea of lava! 
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LEVEL 3: 
URBANITE 




For this mission, select the Needle 
Cracker front weapon and ground 
bombs for maximum effect on this 
planet. 

First of all, take out the ground bots 
who attack with spears of energy. 
They take a few hits so try piling on 
the pain, but don’t get trapped by the 
scrolling screen. The spinning craft 
can easily be taken out. 


mm -:- 

-Si7n ' »/•.-« »K * *T£r:«; 4 

When you reach the horizontal 
platforms with gun turrets positioned 
at each end, zip between the gaps 
before they close and use the Vulcan 
guns to take out everything in sight. 

The metallic spider drones shoot 
webs at the roof and then scale them 
while firing constantly. You need to 
shoot at the drones and not the webs 
to destroy them. You can also fly 
straight through the webs but you risk 
retaliation from behind. Missile 
launchers attack you in the next 
annex, so spray the area with bullets 
so that you can enter the moving 
platforms without getting caught out. 
Large anemone droids attack with 
their swirly tendrils. Shoot the centre 
area to vanquish them, but each limb 
can be taken out in turn. 


ly switch to Explosion Bombs, the 
front guns will quickly be destroyed 
and you can move in for the kill. 
Watch out for the yellow creatures 
that swirl around the main ship, they 
can be fired off to hit you. 

The next few aliens are very easy 
to destroy if you keep a cool head 
and keep blasting from the centre. 
Never stay in one place for too long 
or the bullets will home in on you. 
Right near the end are some more 
pipes. Shoot the revolving guns to 
make paths, The only tough bit is one 
tight squeeze where you have to 
push right and shoot a pipe in a small 
gap- 


the left and attempt to crush you. Try 
to lure the guardian over to one side 
and then quickly escape out one of 
the sides. If this doesn’t work, fly over 
the top of it and switch to Vulcan 
guns to hit it from behind. Usually, if 
you use Needle guns and then quick- 


Four assault ships now appear at 
the top of the screen and use green 
balls of energy to attack. Move left 
and then up and down to avoid the 
missiles. You may have to dart quick¬ 
ly to avoid the ships as they move 
down. 

Now you face a complicated series 
of pipes suspended above the planet. 


REGENERTOID 


You are really close to the guardian 
now. Two tight gaps with gun pods 
and spider droids are your next 
obstacles. There are also some drop¬ 
ping mines which need to be shot 
before they cover the whole screen. 

The last hanger has some inge¬ 
nious blocks supported by some flim¬ 
sy scaffolds. The theory of relativity is 
simple, shoot the supports from out 
of the block and it drops to the 
ground crushing you. Obviously you 
need to be very close to the edge 
before you shoot the last supports. 


Shoot the four revolving pods and If* M1 ^~l e3 , 3Q „, * 

wait for the real guardian to appear. 

Keep hitting the gunpods on the ^ 

spinning edge with your most pow- ■MBs / . » 

erful weapon and missiles. Get as j| ^ 

far away from the enemy bombs as ’ \/ • : 

possible; they will detonate harm- ^ . 

lessly after a while. Super XS — • f 

advises that you move left and right '' + s y ♦ * * 1 

to confuse the Regenertoid and > , < >C '] / i 

use the Exploding Bombs to zap 

the gun pods. After a while, the destroy the witche’s hat transforma- 
guardian will move to the bottom tion, push back to the bottom cor- 

left of the screen and wait, this is a ner of the screen, wait for the last 

good time to get hits in. When you incarnation and shoot the eye con¬ 
stantly until it explodes. You have to 

' ~ V ✓ * > ■' shooting the eye, avoid the lasers, 

* ' > - move right etc. The guardian also 

^ / r > uses homing missiles, so keep the 

• i * fire and bomb buttons pressed all 

V !?. < v/ - - .X the time. You can tell which lasers 

> \ s N ‘x are firing because they glow blue 

^ ; »:V xXl first. 


Shoot the tubes at the weak spots 
indicated by gold strips. Use the 
Vulcan weapon as this takes shorter 
time. The bits of pipe have to be 
avoided once you have smashed 
them. You can still .be hit by falling 
pieces. 

The mid guardian is a huge star- 
ship with two massive front laser 
guns and a couple of gun pods on its 
flanks. The main problem however is 
that it takes up most of the screen 
and can easily crush you. 

Fire at the centre of the giant with 
your needle guns and it will move to 


Vulcan weapon on the machine to 
destroy it if you get close enough 
for a few seconds. This obviously 
severely hampers the machine 
and improves your chances. The 
game pros at Super XS have also 
found that using normal lasers 
just below the lip of the head and 
dropping cluster bombs on the dip 
on the head will also cause dam¬ 
age. You know when you are hurt¬ 
ing the walker because the area 
behind the head will flash light 
blue. 


The T-36 uses machines guns 
and multiple missiles as well as 
trying to crush you against the 
wall; finally using a huge phaser 
weapon preceded by a blinding 
white light. 

The way to tackle this leviathan 
is to fly over the top of the head 
and behind to the safe spot. If you 
now switch to the Round Vulcan 
weapon, and keep the spray of 
bullets to the rear, you should be 
able to hit the blue target on the 
walker. You can also use the 


MAY/JUNE 1993 SuperXS 












CAVERN 

Keep the Needle Cracker and use 
cluster bombs. 

This level is set under water and 
full of mutated creatures like red 
dragons and floating jellyfish. Watch 
the pods that launch loads of slimy 
aliens and don’t go below the water¬ 
line as there are loads of reefs early 
on. 

If you get too close to the spiky 
balls, they will explode and follow 



you. Use the Vulcan to get rid of 
them. 

The pods with the red serpents are 
the worst due to their speed. If you 
shoot them, you get four blue gooey 
creatures on your ship that slow you 
down and drag you to the seabed. 
The jellyfish can be blasted easily but 



watch out for the flying ones, as their 
tails can land on Axelay causing 
loads of damage. Watch out for a 
combination of jellyfish, red dragons 
(only hit the head), bullet balls and 
gun pods. 

When you see a massive group of 
dragons, bullets and gun pods, duck 
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SOLUTION 



under the water and look for an alter¬ 
nate route underwater. There are 
fewer enemies and this makes life 
easier. Four aliens will appear in 
close formation. These takes loads of 



ones and then fly through the gap. 
The last underwater obstacles are 
multiple submerged pods that have to 
be shot several times to disappear. 
Pay attention to some of the pods 
because they contain the creatures 
that attach to your ship and drag you 
down. Four of these suckers and 
you’re history! 


Use the Needle gun to destroy all the 
bogies on this level. First of all, avoid 
the dune fire worms. Keep shooting 
with the Needle weapon as you 
dodge the worms, to take out any 
crafty aliens swirling around. 



When you see two groups of three 
ships coming in from either side, stay 
in the middle, shoot them, then 
dodge the towers on the ground 
where fire erupts. This section 
requires considerable flying skill 
as the flames are very difficult to 
avoid. You need to spray the 
screen with bullets while you 
move, because ships with larger 
lasers begin to attack from 
above. 

Once you are past the 
ground structures, one (or two 
on medium or hard levels) 
robotic skull head surrounded by 
spinning rocks will attack from 
behind. Move to the top of the screen 
and drop the explosion bombs on the 
first one, then move down and shot 
the other with the Needles. Avoid the 
bouncing lasers it fires down and 
keep swerving left and right. 

Destroy the two golden dragons 
and then watch the hangers on the 



AOUADON 


Stay just below the guardian and 
avoid the falling boulders. When it 
hits the water, shoot at the eye with 
the fire weapon or Needle Cracker. 
If you get hit by its purple eye 
weapon, don’t panic, this only 
changes your weapon around and 
holds you in range of its guns for a 
few precious seconds. It will not 
harm you on its own. 


The only offensive weapons are 
the spines it launches and some 
green aliens who appear from holes 
in its body. You cannot simply go 
above the alien to avoid the needles 
because it fires all around. You can 
use the Explosion bombs to do some 
serious damage on its head but it is 
far more effective to brave the dan¬ 
gers and go for the eye direct. 


ground as you pass. Keep shooting 
whatever comes out of the hangers 
and don’t let them expand over the 
screen. For each robot you let loose, 
four lasers will be fired all over the 
screen. 

You will now be attacked by two 
more dragons, some fire worms and 
then another dragon who explodes 
from the magma rock. If you have 



Cartridge supplied by: 

Our very own ever-smilin’ 
Andy McDermott 



D866-D7A7: Start with nine credits. 
C2C5-DDDF: Infinite credits. 
1721-AD04: Start with 99 lives. 


C2ae-df6d + C28F-04D7: Infinite lives, 
CBB7-AFA7 + D7B7-A4D7 + j 
DDB7-A407: Stage four. 
CBB7-AFA7 + DOB7-A4D7 + 
DDB7-A407: Stage five. 
CBB7-AFA7+ D9B7-A4D7 +/ 
DDB7-A407: Stage six. 



survived this almost constant bar¬ 
rage, then more ground towers with 
flames appear on the horizon togeth¬ 
er with ten or more large robots who 
climb the cliffs to reach you. Stay to 
the left, shooting the small gun tow¬ 
ers shooting fireballs to get past this 
bit. _ 



SCORE! ™’ m 



7E005E03: Infinite 
cafes no of lives) 

7pif 620X:Start °r 

7E033002: Keen « 


lves Oast digit indi- 
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This guardian is a huge flaming figure. Avoid the 
hands as they crush down into the lava while con¬ 
centrating your fire on the general chest area. If a 
hand crashes down, you can bet that there is going 
to be an eruption of fire from where it hits, and also 
three fireballs from its mouth. All of these dangers 
are relatively easy to dodge due to the spacing, but 


WAYLER 



be especially careful of trapping yourself in the cor¬ 
ners. If the monster puts its hands together, move 
quickly out of the way and keep moving as a stream 
of fire will come from its mouth. Use the Vulcan 
weapon or Needles at the chest and after a while a 
green robotic heart will be revealed. Keep shooting 
this to vanquish the fiery beast. 


LEVEL 6: THE 
ARMADA 

Choose Wind laser, Vulcan and 
explosion bombs for the ultimate bat¬ 
tle! 



The first enemies on this level are 
fairly large invasion craft; armed to 
the teeth. Activate the Wind laser 
when you are close to the fuselage 
as this will take out the main laser at 
the front, all the gun pods, missiles 
launchers and flight hangers in one 
go! 

Once all these vital areas have 
been hit, the ship will explode and 
drop off the screen. Super XS rec¬ 
ommends you take the upper route 
for maximum devastation, this also 
avoids the hangers on the underside 
of the ship. Use the same method on 
all the ships, but keep an eye out for 
the hangers of other ships as they 
descend from space. Red fighters will 
attack from above and below in wings 
of six or seven craft. 

The next groups of enemy ships 
come in triangle formations. Use the 
Wind laser to take them out and stay 
to the left of the screen. Push left as 
you fire the laser to concentrate the 
fire in the centre. 



You now come up against an invin¬ 
cible robot whose sole purpose is to 
illuminate you for the enemy hordes 
to spot. Stay out of the light. Not only 
will enemy ships lock on to you, but 
the robot itself will fire multitudes of 
bullets if you are in range. Again, the 
Wind laser is the best offensive 
weapon here, as it will plaster the 
whole screen with light-emitted 
death. 



Watch the ceiling as impenetrable 
doors close every now and again. 



There is no way to blast through 
them. Between you and the robot, it 
is a tight squeeze in many of the pas¬ 
sages, so it is a healthy strategy to 
keep alert and know your surround¬ 
ings. Keep an eye out for ground 
gunners in the next annexe and get 
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Use the Wind or Vulcan lasers as 
you dodge the two living boulders 
that move first clockwise, then dis¬ 
appear and re-appear in an anti 
clockwise direction. Aim for the two 
vulnerable areas above and below 
the core. When you have destroyed 
the two defences, the boulders dis¬ 
appear and you can get to the real 
heart of the matter (ho ho!). 

The eye opens and a variety of 
weapons attack. The balls are easy 
to dodge, but when you are faced 
against bullets and the peculiar 
bouncing energy balls as well, it is a 
tough barrage to overcome. Some 
missiles will shoot out, stop and turn 
towards you, before continuing in 




your direction. Lure the bullet out 
and then dart away very quickly. 

After a while the guardian 
explodes, but it is still not dead! In 


the fine tradition of shoot-’em-ups, it 
just reveals another core to be hit. 
Oh joy! 


through that steel door before it seals 
you in. Luckily, it also keeps the robot 
out. 

Now you enter an area with loads 
of steel machines that need to be 
shot to keep them open. After you 
have blasted them, get under quick, 
as they will quickly shut on Axelay. 
Kangaroo jumpers will bounce onto 
the screen and fire lethal bolts of 
plasma given half the chance. Stay in 
the middle of the screen and keep 
shooting to take them out. The Wind 
laser is the best weapon for this. To 
avoid the mass of missiles, use the 
laser or Vulcan to destroy enough of 
them to get you through. 

Follow the green machine as it 
backs away and wait for the two side 
pods to clamp on before unleashing 
the Axelay s weapons. Use the Wind 
laser and stay in the middle of the 
screen to hit them both simultane¬ 
ously. Watch the metal pods at the 
top and bottom of the screen as they 
open and fire lasers as you 
approach. When the legs begin mov¬ 
ing, shoot the centre of the guardian 
to reveal a red eye which must be 
hammered constantly to destroy it. 
But that’s not it! 

More Kangaroo ships need to be 
defeated, and large satellite crea¬ 
tures with huge solar cells have to be 
avoided. Move up and down con¬ 
stantly to spray the screen with bul¬ 
lets and reduce all the aliens to dust. 
Remember, you still have the ground 
pods to take care of and they don’t 
give second chances! Avoid the two 
massive laser beams at the end of 
the tunnel and dart through the hole 
for the final guardian and the end of 
the game! 


This time you are scanned by the 
creature while it lets out green balls 
of energy in your direction. Once it 
has finished, you are bombarded by 
streams of fighters with bombs. Use 
the Vulcan or Wind to take out this 
mass of destruction and stay at the 
top of the screen, then move in for 
the kill as it explodes once more. 
This section does not require as 
many hits as the first. 

The last incarnation is a large frog¬ 
like creature. The bullets are incredibly 
easy to dodge with loads of spaces in 
between. Stay at the left of the screen 
and use the Wind weapon or get close 
and use the Vulcan. Either way, it’s 
history in five seconds flat! Another 
game busted by the Super XS pros! 
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SOLUTION 


Agent Super Joe has been kidnapped and 
there’s only one man for the job, Rad 
Spencer, alias Bionic Commando! In this 
faithful conversion of the classic NES ver¬ 
sion, your mission is to swing your way 
through 17 levels of military mayhem, res¬ 
cue Super Joe and destroy the mysterious 
Albatross Project. Doraise Dukedom is made 
up of 17 zones, 11 of which are controlled 
by enemy forces and six are neutral 
areas. The enemy knows you’re the ulti¬ 
mate fighting machine; the pride of 
military technology and armed to the 
teeth, and you must be terminated! 




CAPCOM £32.99 PLATFORM SHOOT-'EM-UP 



The guardians come in the form 
of well protected reactors, which 
must be destroyed in each area. 
This first room is guarded by sol¬ 
diers parachuting in. Run straight 
to the reactor blasting all the way 
and attack the centre eye. 


This is the communica¬ 
tions room. You must 
enter these on each level 
to unlock the exit door to 
the guardian rooms. You’ll 
be able to communicate 
to HQ or tap into enemy 
lines. Beware, the enemy 
will sometimes trace a call 
and attack! 


As you select areas on the map, you’ll no doubt run into enemy 
forces en route. A small battle must be fought in two different areas 
such as this. Move through these territories quickly, making use of 
the surroundings for the quickest passage. 


Area 0 


Get onto this ledge by swinging over 
from the ledae above. As you drop, 
extend your bionic arm to catch the cor¬ 
ner and haul yourself up. Now treat 
yourself to a handy 1 -Up. 


launch, 

- then 


neutral'" 19 th ° first 
Whatever you Z ° n f 0 

here If® wea Pons 

instantly ambushed^ 6 


ave a leisurely chat with the 

* tel!" 9 '" 9 ? r ° Un , d ,he door 
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Enter the top door which is the communication 
room to unlock the door below. You’ll now gain 
access to the main base. 


Once the final door has been unlocked, you’re faced with the task of putting 
another reactor out of action. Again, paratroopers will attack in their masses, so 


approach from the bottom level and keep blasting to keep them at bay. Get 
onto the ledge in front of the central eye and shoot it whenever possible, mov¬ 
ing back and forth to avoid the falling troops. 


The reactor is protected by a 
dodgy bionic commando 
clone. He’ll attack by extend¬ 
ing a bone-crunching drill 
mechanism attached to his 
arm. Flit between the upper 
and middle ledges to avoid. 


m\: 

BwSflr 




All 01 “ *55 are 

" ie “" 9 cS ®st 

S taSn oat b, 
s»oW3 baae; o “ 
rareful of the lifts, sorm 

are designed for rap.c 
descent. 


wp 


er L f 0U ™, : I nid to use short swings 








If you dropped into this area with¬ 
out the flares from the neutral 
zone, you’ll know you’re left in the 
dark. Shooting the flares into the 
sky on approach will sufficiently 
light the whole base and let you 
get on with the mission. Spiky pits 
are a hazard, but on successfully 
destroying the reactor you’ll be 
graced with the Wide Range Rifle. 


Him iii) ? 


The extra life hidden on this ledge is diffi- 
cult to obtain. Swing out from the ceiling jj 
below ond auickly fire out your arm a$ 
you pass below so as to grab the pipe. 
Now pull yourself up and grab the good* 


Use the flares acquired in the 
neutral area to show you the 
light as you arrive in this base. 




In the Jungle Book tradi¬ 
tion make tike the king of 
the swingers and use the 
ceiling to avoid spiky pits. 


■ v :,?■ 
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venture on. 


As you drop from 
above, catch hold 

tee ledges ana 
swing inwards w» 
short bursts, then 
clown to obtain W 
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wi,h ^ 9 Sd from behind to 

00,509 teecan be no mercy! 
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holes in the walls. 

will drag you oi 
of a ledge, SO you 
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,ffthe edge 
need to 
>f something solid 
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”My wings are like a shield of steel!” Armed with the Wide Spread Rifle, you’ll pit your bionics against a 
mechanical creature which guards the Reactor. It’ll protect its body with its wings, so concentrate on the 
reactor until it breaks into flight, then attack it until it comes back down to earth. 


».o" e ,S“„1S 5 

Jhe hig°h|r seconJdooNets' 3 ^ 
a room where vo,,T f you into 
Beta receiver. Usllt il th ° Ver the 
or you’ll tap into no ^ next base 

the communication room^ Sfat ' C in 


Cartridge supplied by: 

Console Plus, 
Tel: (0532) 500445 


down f rom J ™p 


1 The second room is 

1 holding the Beta 
receiver. Different 

types of receiver are 
| needed throughout 
the game to commu- 
1 nicate on different fre¬ 





quencies. 
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GEHIE 


e nergy 


uub-OEE-915 

Infinite lives 
845-E0E-5D4 
start With 8 
energy 


long into a spiky or tx 
The big glo^s ®^ 

avoided by extending 
o nearby ledge o 

cjg on for 

offending slime ‘ 
then quickly moving 
next blob comes. 


Area six has some transport surprises in store. Mine carts run 
through the different sections and as they’re unmanned you can 
bet that they’ll run you down if you stand in their path. Being of 
an industrious nature, you can use these carts to your advan¬ 
tage and drop down from above to hitch a free ride. Be pre¬ 
pared to leap out at the right time or you'll end up looking like 
Spin the crash dummy! 


The mine cart track ends 
here so latch your arm onto 
the ledge above before you 
career out of control. 


Here's where you enter area six. This base is 
arranged strangely, with the last part above here. 
Get about by jumping into the speeding mine 
carts, they'll carry you over the smaller gaps. 


Bioic Commando 
I 1 PLETE: 4 days 
ORE: 5 . 290.100 
LEVELS: 18 
RATING: Hard 
can beatthe pros 
covered in this 
high score, together 
XS High Scores. The add 
tront of the mag. 


GAME NAMt: 
TIME to CON 
highest sc< 
number OF 

CHALLENGE 

If vou think you 

any of the games 

send in your T ^ 

Super 


Step onto the lift here and 
push down to reach the parts 
other bionics can't reach. 


There's an extra life to be found on this small 
ledge. Swing out, with the arm fully extended, 
from the small block on the right. If your bionic 
skills are up to scratch you'll make the distance. 


It's cartabulous, mate! The only way to travel through this 
is by mine cart. Hang from the ceiling and let go as a car 
els underneath; you'll arrive safely at the next stop. 
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To get back to the DX- 
Turbochopper from the 
middle of any level press 
and hold the START but¬ 
ton then press A and B 
simultaneously. You can ^ 
now select a different 
level. 


f Swinging across the h" 
droD PlkeS 10 this room wii 

ss r. r u r en "> 

*»»" m exit and S 

KoS Can 


-nrst room holds 
1 " le , secrets 0 f the 
Delta receiver. You’ll 

need to se ,ect ,gtf 

use the nt ° beab,et0 
tattal con 1 m unica- 


Things get a In 

unreachable, y ( 
so be prepared 
hooks above yo 
Jhsf at the right 
There's no que; 
pulling your hair 


waste 'em first. 


To go about your business in this neu¬ 
tral zone you should have picked up a 
permit by completing the previous 
level If you opted out, though, you’ll 
still be able to carry on by blasting your 
way through, but you’ll certainly be 
heavily attacked! 


The only way is up, baby! The first part of area eight is a long 
slog to the top of a fortress. Small laser pods guard certain 
ledges but they can be taken out with a quick blast from your 
weapon. The fun really starts when you near the top as you 
need to jump between spring blocks to reach the communica¬ 
tion room. 
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The guardian here attacks with 
a spray of bullets from his gun. 
Get onto the ledge as normal 
and get ready for him to fire 
from above. The bullets splay 
out so you can position yourself 
so they fall either side of you, 
whilst blasting the Reactor. 






Swing out to the ceiling above 
this ledge to discover another 
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Area 10 


Bionic suburbia! Parascend into the 
first part of this area and quickly move 
right to the first door, taking out the 
token gesture of soldiers guarding the 
ground. Once inside you’ll face anoth¬ 
er maze, but you’ve got the map! 


Drop off this ledge and swing 
left with short bursts across the 
ceiling to reach the left area. 


Swing from the roof above to avoid the 


Drop down past these ledges to reach the floor 
below. Now latch onto the ceiling and keep swing¬ 
ing to reach the otherwise inaccessible door. 


Robo soldiers suspend from the roof 
and dodge your fire. Grab the ceiling 


barrels on the ground. 



it s possible to swing out from this 
edge and fly oyer the gap. It s really 
difficult however so we recommend 
. .you . just drop through and get to 
the desired point.from under -, 
ground.lf you're feeling adventur¬ 
ous, shoot th^ gugfd a'n thedfher' 
side first before attempting to get^ 
acrofc 


if you're making your way up through this 
section, .'use the root fQ get 'post the steep 
steps. 


Once you've visited'the communication * 
room, swing across the cerliha to the small 
ledge'on the righti .Stand on its very edge 
and extend your arm to reach Hie highest 
point by the door. Now drop and quickly 
reach out again to slip up to fhedco:. 


Ultimately reach thrs ledge 
either -from above or below then 
get underneath and -start to 
swing acrbSs using the Ceiling to 
•reocn the fgi right. 


This area will test the most skilful of bionic arms. One slip and 
you’ll be sent straight to your doom into the hell of a bottomless 
pit. Clinging desperately to the ceiling is the only way to traverse 
the underground sections, so make sure you only reach out to 
grab key points of the rocky surroundings. 


These huge missile launchers must be shot down 
quickly before they can do any damage. Pull up 


the ceiling and blast them with a couple of rounds. 


•fJVJ Clamber up to this level 
and attack the troops with 
—— the homing weapon. Get 
to the very top and swing 
— across the roof to reach 
- the left door. 
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The final roor ^ 
is where you > I 
I be able to pick 
up a" V° ur 

[weapons 

1 aaain. Hurrah! 
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Swing between these pillars to tra¬ 
verse this area. 


Area 13 
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The moving laser cannons 
must be used to ride up to 
higher levels. Step onto 
them as they become level 
with the platform you're on. , 


In this first room you’ll meet Mac. He’s 
the leader of the Resistance. He’ll tell 
you that you must return to this room 
after destroying the nuclear missiles in 
level 12. No way, matey, I’m outta 
here! 


' ■ - :; 


Swing out, sister! Getting to this girder 
requires a Iona swing from the right. 
As you gracefully fly through the air, 
reach out with the bionic one to grab 
the underside. 


Behind this door you’ll get to interrogate 
an enemy soldier. When you first go in 
he’ll be reluctant to tell you anything, so 
swing across to scare the living day¬ 
lights out of him and he’ll soon spill his 
guts. 


.□=^1.1:1 .il.lM 

:~1 1 * It— 1 l - 1 --> 1 -- 1 " 

Area 13 will eventually lead to 
the infamous Super Joe char- j 
acter everyone is so worried 


the infamous Super Joe char- j 

acter everyone is so worried ! » I! I II I ~Brfp^ IT^ 

about. Large tanks are introduced here which fire - j r 


off a volley of shells as you approach. Sneak up 
behind them to attack then keep firing as the driver 


behind them to attack then keep firing as the driv 
makes a hasty exit and jumps out! 

How did they get a tank up here? Anyway the 


low did they get a tank up here? Anyway the A-r Pi ft ft %% r.r-r 

nly way to take these monsters out is to sneak * $ | ^ ^ U 

up behind and blast them. , -;,vr - • ‘ b&i 


There's a barrier at the start of ™ 

give it a pasting with your “S w»t8£ z .-•fcfiC 

Vulcan. 
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This room holds yet another receiver 
which is required in the next area to 
communicate successfully. Have a 
chat with Destroyer, who’s outside the 
door, and he’ll tell you of a mysterious 
M83A3 machine gun... umm, sounds 
handy! 


In the first room you’ll find nothing 
but a hostile knife wielding soldier 
ready to run you through. Avoid 
this room unless you’re mad and 
quickly move onto the second 
door where more peaceful surpris¬ 
es await. 


This reactor is guarded by another 
makeshift copy of your good self, the 
enemy equivalent! It’ll extend its arm out to 
snatch a slice of energy bar in an instant, 
but is rather slow at getting around. Swing 
quickly around and turn to fire at it then 
move to another position. Repeat this until 
it falls pleading for mercy, then take out the 
Reactor. 


Nearing the end of your mission you’ll embark on all the 
commando cliches packaged into one level. The dread¬ 
ed pulleys are back, along with bottomless pits and 
swinging stingers to keep you enthralled. The different 
doors throughout the area lead all over the place, but 
with the maps in front of you at least you’ll know which 
direction you should be going in! 


When you arrive at this 
small gap, shoot your 
arm through to latch 
onto the barrel on the 
other side. Now simply 
reel it in to pull yourself 
through. 


Drop down from above and skilfully catch 
hold of this corner to halt your fall. Swing 
across to the right using the ceiling. 


Simply dash through this 
area to avoid the mov¬ 
ing droids. 


Swing between each of these 
pulleys or it's pin-cushion time. 


M|r; 
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Swing along the roof 
of this secret cavern 
to discover a Bio- 
Protein sitting on the 
ledge at the end. 


It you re unlucky 
enough to fall onto 
the spikes, use the 
short seconds of 
invincibility to aim 
accurately and latch 
onto the safety of the 
small blocks above. 


■ 

(Mrsbsaiir 




Photon pods litter the roof, but pose little 
threat. Run quickly to the exit door 
before they lock onto your presence. 


Wired Soldiers stalk this section. Destroy 
them in the same way as before by dropping 
down from the ceiling and firing steadily. 
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Blast the first barrier 
then move along the 
bottom to swing 
across the gap You’ll 
now reach the sec¬ 
ond door without 
having to bother with 
the other barrier 


Area 17 


Leave these guys alone and continue with 
your mission. They're so slow to attack you 
can easily slip underneath to the door. 


Latch onto the left edge of this pipe from the floor 
below and haul yourself up. Now drop and immedi¬ 
ately send out your hand to grab the next pipe. 


Continue to swing your way from pipe to pipe until you're well past 
the spiky pit, then drop down to the safety of the floor below. 


As you drop from the top ledge, grab the ends of these pipes 
and pull yourself into the smallopeninas. Now continue to 
Irop until you can grab the ceiling of the lowest level and pull 

yourself across. 


Swing between the pipes to avoid the 
spiky death below. 
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Centre 


This old classic has been knocking 
around the NES import circuit for quiti 
some time, but RPG fans everywhere 
have been requesting a Super XS solu¬ 
tion. Well, here it is! The King of 
Destruction is busy warring against the 
peaceful creatures of the ghoul’s 
Realm in the continuing saga. You are 
Firebrand the gargoyle in this hit 
Capcom sequel where the object is to 
stop the futile war! If you have any 
requests for any games you wish to see 
busted, no matter how old or crumbly, 
send them in to us at the usual 
address. No game is too tough... 


Etruria 

From your start point you must travel 
down and out of the King’s palace to 
reach the warriors’ training centre. 
Outside the palace, walk down the 
steps and go right until you come to 
the wall. Now travel down the steps 
and enter the building with the 
mummy next to it to find the warrior 
training centre. In the centre, walk to 
the right and go along the passage 
and step onto the warp tile to begin 


fly across to grab onto the grey block 
opposite. Climb to the top and fly 


your warrior training. 

At the start you must go right and 
climb to the top of the tree trunk, now 
jump off to the right and when you 
are at your 


across to the next block on your left 
and climb to the top of this block. 
Now walk to the very far left of this 
block, leap off, then fly at the last 
minute and you will find your wing 
power runs out so glide left to grab 
the pot and finish this level. 

You will now be taken to another 
side-scrolling level where you will 
have to face many spectres who all 
stand in the way of your quest. The 
spectres can be easily destroyed 
with just one fireball. You must move 
to your right until you come to a wall. 
Climb it until you are just below the 
lamp then fly to your left to grab the 
block. From the top of the block, fly 
onto the roof opposite. At the top of 
the roof, wait for the owl to fly away, 
then jump onto the chimney and fly 
right to grab onto the lantern. Climb 
over the roof and fly right to land on 
another tree. Continue flying right to 
the next tree, and from the top of the 
tree, fly right to land on top of anoth¬ 
er roof. Continue right onto the next 
chimney, shoot the crab on the wall 
and fly across to grab onto this wall, 
climb up it and fly across to the block 
on the left. 

Fly across to the next rooftop and 
continue right until you reach the end 
of the roof and drop off. Keep left 
pushed to drop down, use the blocks 
to fly across the spikes. On the sec¬ 
ond block, jump up to the right and at 
your highest point, fly across to this 
block and then repeat the process 
until you reach the top of the pas¬ 
sageway. Fly right across the spikes 
to enter the door. 

Guardian 

To beat the dragon beast use the 
blocks to gain height on him, then 
shoot him with your fireballs about 16 
times. When you’ve destroyed him, 


exit via the door. 

Gibea 

Upon receiving the spectre’s finger¬ 
nail from the King, go straight down 
to exit the village and head up until 
you see a gap in the mountains. 


Head to your left through this and 
when you reach the clearing go left 
and follow the river of flames to the 
left until you reach a bridge with a 
spectre guarding it. You must first 
destroy the single spectre on its own, 
then fly across the spikes/flames and 
grab onto the pillar. Next, fly right and 
shoot the two spectres at which point 
you will be allowed to walk onto the 
bridge. At the halfway point you will 
be taken to another side-scrolling 
level. Here you must move right and 
jump up to grab onto the block, jump 
the spikes and then fly across the 
flames to land on the central block. 
Jump up and grab onto the side of 
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Guardian 

To beat the boss you must shoot him 
with your fireballs while avoiding his 
bubbles. When he tries to pull you 
towards him, use your joypad to force 
yourself in the opposite direction and 
resist his attack. When you have 
destroyed him you will receive the 
Night Drops and the Magic Buster. 

Gaza Cave 

Travel west from Hinom woods until 
you appear just above the village of 
Sidon. Continue to your west until 
you reach another mountain range. 
Now travel up to enter the cave of 
Gaza. 

In the cave, go up the steps then 
travel left and up to the top of the 
cave. Move right and go down the 
second set of steps. Continue down 


The start of the river is much the 
same as the previous bridge stage, 
except you must jump onto moving 
platforms. The best way to do this is 
to leap just before they arrive and 
hover above them, then drop down at 
the most opportune moment. One 
touch means instant death. If you 
manage to cross the bridge you must 
go straight up to enter Sidon. 


next block then from the top of this 
block jump the spike and use the 
moving platform to travel right. Walk 
up the slope and jump onto the block 
then fly left onto the platform. Land 
on the slope and fly right to the next 
one. Fly over the spikes and continue 
right on the platform, fly from the 
edge of the platform onto the ledge 
that sticks out. Jump up to the next 
one then fly left onto the green ledge. 
Using the platform to zoom along to 
your left, you can grab an extra life. 
Now return back to the 
slooina ledae below 


Sidon 

In Sidon you must seek Samuel who 
is situated in the building at the rear 
of the village, he will give you infor¬ 
mation, as will everyone in the village 
that you talk to. From the village you 
must travel to the forest of Hinom 
which lies to the east of the village. 
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the block above and climb on the top 
of it. Fly to the right and grab the 
block there, then fly across the 
spikes. Now drop to the right to grab 
another bottle then drop down but 
make sure you drop down to the left 
or you will be toasted Gargoyle! Wait 
for the flame to shoot up then fly right 
after it drops down. Continue walking 
right and you have crossed the 
bridge. 

Walk straight up to reach Gibea. 
Walk into the building on the right as 
you enter the town to receive the 
power of Maelstrom. Now go to the 
small right-hand building in the rear 
right of the village to receive the 
password. Go to the large building in 
the centre to receive your next desti¬ 
nation, the vHlage of Sidon. 

River of Flames 

To reach the River of Flames you 
must go right through the mountains 
until you can go no further, then trav¬ 
el up, followed by left until you reach 
the man next to the bridge; go across 
this bridge to enter the River of 
Flames. 


burst out of the ground. When you 
reach the platform with the fire plants 
on them, shoot them, then jump onto 
the platform. Go left across all three 
then jump the gap 
and fly up to get a 
heart. Now 
down the passag< 
and fly to the lef 
Watch out for the 
two sets of spears, 
then move left to 
enter the doorway 


the next set and enter the house in 
the middle to give Hecate the Night 
Drop. She will exchange this for the 
Candle of Darkness. Take the 
Candle of Darkness to the markings 
on the floor in the house and use 
it, when you have gained the 
information, you need 
speak to Hecate again 
receive the 
angel’s wings. 


Forest of Hinom 

Travel up from Sidon, head right 
through the mountains until you can 
travel no further then go up and enter 
the gateway. 

In the forest, travel to the right and 
use the moving platforms that you 
encountered earlier to fly off the sec¬ 
ond platform so that you reach the 
top block. Fly onto the side of the 


right, then fly left over the spikes and 
drop down to the left from the slope. 
Work your way to the right across the 
platforms and the moving platform. 
When you reach the grassy green 
platform, fly up avoiding the spikes 
and the spears that fly out of the left- 
hand wall in the top passageway. At 
the top, move left, flying over the 
spikes. Be careful as you approach 
the spikes as spears sometimes 












When you leave the house, follow 
the grass up until you reach the step 
at the top of the steps. Travel right 
until you can go no further, then walk 
down to re-enter the overhead map 
on your route to Sittem to gain the 
Gremlin Stick. 

From the cave of Gaza travel south 
then west followed by north to enter 
the valley of Gaza. Once inside the 
valley you must move right and then 
fly to the right, remembering to take 
off from the very edge of the plat¬ 
form. Work your way to the right 
using your wings to complete the 
very easy flight. Avoid the fire pits 
below. 

Sittem Castle 

As you enter the desert, go to the 
right to enter Sittem Castle. On 
entering the castle, drop down and 
shoot the ghost enemies until you 
can see a brick wall with a river of 
sand behind it. Use your magic 
buster to destroy the wall then go 
right and follow the sand until you 
reach a pool. Drop down into the 
pool and you will be able to grab an 
extra life from the bottom left-hand 
corner. Exit the pool and continue 
right then drop down until you land 
on a block. Fly to the right and follow 
the sand to the right. When the sand 
goes over the edge, fly right to grab 
onto the wall. 

Drop down from the wall and fly to 
the right. Now work your way to the 
right grabbing onto the poles to get 
your wing strength back. When you 
can see a ram’s head block, fly onto 
it and shoot the wall to the right with 
your magic buster, then fly right and 
enter the door to face the boss. 


Guardian 

To destroy the boss, use the buster 
to hit him in the head, then use your 
wings to fly over the little monsters 
he throws at you. Make sure you 
don’t allow the sand to pull you into 
the spikes. 

Journey to 
the Palace 

Now travel back to the village of 
Gibea and release King Barr with the 
Gremlin Stick. King Barr will now 
destroy the rocks to allow you to go 
to the King’s palace. When you 
leave, travel to your left through the 
mountains until you can go no fur¬ 
ther. Now go up then right until you 
come to another broken bridge. 

To cross this next section you must 
move right then fly from the edge to 
grab onto the platform. Shoot the 
bird then fly to your right and hold 
onto the block there. Now go up and 
bump into the spikes to give you a lit¬ 
tle extra height. 

From the top of the platform fly 
right to the next one, shoot the bird 
then float down to the right. Walk 
right then fly over the last obstacle to 
walk right and see yourself safely 
across the bridge. 

King's Palace 

Once across the bridge travel into 
the building above to enter the 
palace. Answer “no” to the King’s 
question to go into a battle scene 
against him. 

To destroy the King keep moving 
around the screen shooting him with 
the magic buster. He can only be hit 
when his 
wings 
a r e 


Achelonis water, is hidden in a cave 
to the east of the exit of Mt tmaus. 
Travel right and then go up to enter 
the cave. 

Move right and jump up onto the 
platform then fly over onto tbe lift. 
Continue right across the lifts using 
your magic tornado to help you out of 
a tight spot. At the third lift, fly right 
into the tunnel to gain the water. 
Travel back down and move right 
until you reach the mountains and 
travel up into the mountains then left 
to reach the village of Topette. 

Toppette 

Visit afl ot the buildings to discover 
vital information about Lethe. When 


open. When you’ve hit him a few 
times he will explode. Now leave the 
palace and talk to everyone, you will 
find the ones who would not speak 
earlier are now quite talkative. From 
the palace travel to the right until you 
reach the mountains, then move up 
to reach Mt Imaus. Enter the gate¬ 
way to enter another side-scrolling 


level. 

Mt Imaus 

Once inside Mt Imaus you must work 
your way to the right using the green 
lifts to gain a little extra height for 
your jumps. When you come to the 
lift in a shaft filled with spikes, use it 
to travel up to the top of the shaft 
then continue on to your right until 
you come to a door. Enter the door to 
face the two winged beasts. To beat 
them, hang on the side of one of the 
top platforms and let them have it 
with your magic buster. When they 
swoop towards you, fly over them to 
land the other side and repeat the 
process to receive the Candle of 
Poltergeist. 

Now travel up into the castle and 
talk to the King who will give you a 
power boost and some information 
and leave Mt Imaus. 

If you spoke to the scientists in the 
laboratory you will remember them 
telling you about the Essence of 
Soulstream. One of the ingredients, 


you have found out all you need to 
know, leave the village and travel 
down to the desert to get the second 
ingredient of the Essence of 
Soulstream. In the centre of the 


desert you will reach another level. 
Use your magic buster to hit the 
dragon in the head and make pieces 
of its tail disappear. When its tail has 
gone, shoot the head a few times. If 
the dragon gets too close, fly to the 
right to the other platforms. Upon 
defeating him, return to the Lab in 
the King’s palace to get the Essence 
of Soulstream. Hold onto this as it 
will prove vital in Lethe’s castle. 


fighting ^ 
false King 
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enter the left-hand mirror to go into a 
room with ice spikes all over the 
floor. Fly to the far right so you’re 
standing under a mirror. Shoot a tor¬ 
nado in front of you and use it as a 
platform to reach the pole hanging 
down so you can enter the mirror. 

Fly to the top of this room and use 
your tornado to climb up the passage 
that is lined with spikes and enter the 
mirror there. Now you should be in a 
room with a floor full of spikes. Fly 
right over them and continue flying 
right over the falling platforms only 
using them for a quick rest. When 
you reach the far side, use your tor¬ 
nadoes to climb up to enter the mir¬ 
ror at the top. Next walk to the right 
and drop down on the first falling 
block and jump to the right to enter 
the second unbroken mirror. 

In this room, move right, waiting for 
the spikes to move out of the way, 
and enter the mirror at the end of this 
room. Use your tornadoes in the next 
room to move right, then go up to the 
mirror at the top and you will now 
face Doppleganger. 

Guardian 

To beat Doppleganger you must 


Guardian 

Now return to Topette and travel up 
until you reach the gate guardian. 
The gate guardian is quite easy to 


defeat. You must jump and float in 
the air when he throws his blade 
then drop down and hit him with the 
buster. You will probably have to do 
this quite a few times to beat him and 
gain entry to the next side-scrolling 
level. 

From the start, travel right and fly 
across the flames to grab onto a wall. 
Drop down to the right and work your 
way across the collapsing platforms 
remembering to fly from the last one 
so you can grab the wall. Climb to 
the top of this wall then fly up and 
right to land on another platform. 


Jump right onto a further platform 
then fly right from the edge to land 
on your next ledge. Jump the spikes 
and drop down and fly right across 
the flames. When you reach the last 
ledge walk to the right to finish this 
level. Walk up to enter the maze. 

Lethe's Castle 

In the castle, walk into the mirror to 
enter another side-scrolling level. 
Walk to the right and fly up to the 
wall above. Climb to the top, shoot 
the crystal beast and drop down. 
Now fly right and enter the mirror. 
Work your way up to the top and 


keep on the move around the screen 
and only shoot him with the buster 
when he is the witch-type beast as 
you cannot harm him when he looks 
like you. If you shoot him when he 
mimics you, the damage will affect 





you instead of him! If your energy 
drops too low, use the Essence of 
Soulstream to recharge it. You will 
have to hit Doppleganger around 20- 
25 times to destroy him. Upon suc¬ 
cess, speak to Lethe and then exit 
the castle and travel down until you 
reach the caves. 

s Path 

To find Saga’s Path you must travel 
to the bottom one of the seven 


Nag 

To find Na< 


caves. Upon entering, travel right and 
drop down three screens until you 
can see the pit full of ice spikes 
stretching out to your right. Fly past 
these, land on the platform then con¬ 
tinue on past the next stretch. Next 
jump up onto the wall above and 
work your way up until you come to a 
large platform on your right. Land on 
this and walk right to come out in the 
village of Loosekeep. 



drop down. Now go right and 
down and use your tornadoes to 
cross the spikes then go up. If you 




launch your bubble weapon on the 
spikes it will allow you to climb up 
them. Use your tornadoes to travel 
up and across the falling platforms. 
Your Buster will enable you to break 
through the blue blocks that bar your 
path and fly to the right going down 
in a diagonal direction. Use your bub¬ 
bles to travel up the next passage¬ 
way, shoot the blue blocks then travel 
to your right through the doorway. 


Loosekeep Guardian 

In Loosekeep, enter the rignt-hand of Walk straight up the hallw 


Loosekeep, enter the right-hand of 
the two large buildings to gain the 
Hippogriff’s feather from the Queen 
in there. Now go into the other of the 
two buildings and talk to the King to 
gain the Magic Claw. Leave 
Loosekeep and travel back to Lethe 
to gain some more powers. 

When Lethe has transformed the 
candle, leave his castle and travel 
right to the orange stone and 
use the Candle of the Ghoul 
Realm to remove the barrier and 
enter Breager’s Palace for your 
final conflict. 


Walk straight up the hallway and talk 
to the King. To defeat him you must 
keep flying up and shooting him in 
the head with your buster until he 
dies. Watch out for his laser beam 
that will destroy the blue blocks in the 
room. If you manage to destroy 
them, fame and fortune will be yours 
for the taking. 


Breagar's Palace 

Once insiae, travel across the two 
pits of spikes to the right and then 
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CLASH MAN LEVEL 

Go up the ladders, shooting the spin¬ 
ning blocks on your way up. When 
you reach the top, run right then 
when you come to the pile of blocks 
sliding towards you, jump up and 
shoot the second block from the top 
with the face on it - you need to do 
this twice to beat it. Continue right 
and go up the ladder. 


The next three screens all involve 
a platform travelling around a small 
circuit. Hop onto the platform and 
stay in the very centre, shooting the 
revolving enemies as they close in. 


walk right until you reach the end of 
the pipe and drop down the gap you 
find there - make sure that you keep 
your joypad pushed left to land on the 
ledge below as you fall, since it is 
here that you will find an energy pod! 
Take the right route down to avoid the 


majority of the traps, although do 
watch out for the spikes at the bot¬ 
tom. Shoot the cannon man and 
climb down the ladder. Continue right 
and leap over the pool of acid, blast¬ 
ing the spinning blocks as you go. 

Head up until you reach two lad¬ 
ders - go up to collect an energy pod 
as well as a health pod. Continue up 
the ladders onto the screen above, 
then go right through the two shutter 
doors to battle Clash Man himself! 


CLASH MAN GUARDIAN 

To beat Clash Man, jump and shoot 
at him, then run underneath him as 
he leaps over you. Look out for his 
bombs - if you constantly run you 
should be able to quickly change 
direction in order to avoid them. 


Password: 

Al, B3, B4, Dl, D2, D4 
Collect clash bomb and rush coil. 


METAL MAN LEVEL 

The master of metal is a tricky enemy 
and this is certainly reflected in the 
many conveyor belts and spikes that 
are found in his level! Start off by 


cautiously forward, taking them out 
as you go, possibly even hanging 
around to pick up a few power-ups or 
even extra lives. You will need to stay 
there for some time to gain extra lives 
but you never know - you may be 
lucky! 

The next part of this stage isn’t too 
testing. The hard hats can be taken 
out with a single shot once they have 
raised there eyes. When you get to 
the top of the stage and the final 
stretch, pump laser bolts into the 


CAPCOM • £21.99 • PLATFORM GAME 


On the third screen up, shoot as 
many enemies as possible before 
jumping onto the platform - this 
should give you the time required to 
make it to the top left ladder. 

When you reach the top, shoot 
another of the pile monsters then 


Mega Man returns to your Game Boy to 
do battle with Dr Wily and his 
robots. As with previous 
games you must beat the bosses in a 
particular order to gain the weapons 
with which to beat the other bosses. 

Tackle Clash Man first, followed by 
Metal Man, then Wood Man and 
battle the dreaded Air Man. If 
haven’t yet discovered the Mega Man 
phenomenon then maybe Mega Man 2 is 
the one for you. Great graphics and 
Marioesque gameplay make it an instant 
classic. Super XS donned the funky cos¬ 
tumes for the full solution. 


going to the right. Fall down through 
the screen, moving first to the middle 
and then to the side to avoid the 
spikes. Continue down a further two 
screens until you reach the bottom. 

Here, slide across the lower con¬ 
veyor to get another energy boost. 
Move back to the left then jump up 
onto the conveyor above and move 
right. This is where the crushers 
come into play! The idea is to wait 
next to these until they have moved 
up just past head height and then do 
a runner. However, this can prove 
very tricky when on a moving convey¬ 
or belt! Your best bet is to constantly 
leap up and down next to the crush¬ 
er, remaining more or less in one 
place, allowing you to run past at just 
about the right moment. 

When you reach the drills, move 


Password: 

Al, A3, C3, Dl, D2, D4 

Collect metal blade weapon and rush 

marine. 


clowns’ cogs as soon as they come 
on screen. Continue moving to the 
right using your jump to work your 
way across the cogs to get to the 
shutter doors and face Metal Man. 


METAL MAN GUARDIAN 

To defeat Metal Man, shoot him with 
the clash bombs that you wrestled 
from Clash Man. You only own a lim¬ 
ited amount of clash bombs so you 
may have to hit him a few times with 
your arm cannon to finish him off. 
Remember to jump the buzz blades 
he hurls at you. As long as you enter 
this section with near full energy, as 
well as an ample supply of clash 
bombs, he really should prove to be 
no problem. 
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ladder before the bats wake up. 
Destroy the mine monsters and grab 
the next power pod and exit by the 
top left ladder. At the top of the lad¬ 
der, continue running right until you 
reach a chicken. As soon as you do, 
run to the left until he jumps, at which 
point you must immediately turn and 
slide under him. Repeat this until you 
reach the shutters where the Wood 
Man can be found. 


ft f.{\Au 




From the start, continue all the way 
to the right and go down the ladders. 
The psycho bunnies and bats you 
meet on your way can all be quite 
easily dispatched with a few cannon 
shots. Try to avoid the bats - if they 
hit you they will retreat, only to attack 
again later. At the bottom of the lad¬ 
der, go left and drop down the next 
ladder to enter a room where a fire¬ 
breathing dog awaits. Stand on the 
platform below and jump over the 
fire, shooting towards him when you 
reach the pinnacle of your jump. 
Simply repeat this rather laborious 
process until he lies defeated. 


At the bottom of the ladder, grab 
the power crystal then drop down the 
gap to the left. Since you have the 
rush marine, you will be able to sim¬ 
ply whistle to your doggy friend and 
then whisk across the less precarious 
part of the water to the ladder, and 
safety on the far right side. 


At the top of the ladder, grab the 
power pod and run left and up the 

MAY/JUNE 1993 Super 


the birds and other enemies that fly 
your way then quickly cross to the 
next head when it lowers its horns. 
Continue across all four and onto the 
cloud, then slide right and drop down. 
Grab the power-up hidden behind the 
cloud on the right, shoot the enemy 
generator with the metal blade and 
continue down to the bottom. Run 
right until you reach the face in the 
floor and jump to land on another of 
those large heads. Use similar tactics 


as before to survive this area. 

When you reach the lightning lord 
you will need to shoot him so that you 
can jump onto his cloud. Use your 
normal gun to defeat him as you will 
need to preserve your weapons for 
more testing times. Continue across 
until you reach the right hand side at 
which point you need to drop down 


and dash along, dropping off the plat¬ 
forms as before. On the right you will 
reach Air Man. 


AIR MAN GUARDIAN 

The best weapon to use against Air 
Man is the leaf shield. Wait on the 
left-hand side until his mini hurri¬ 
canes start to close in, then jump 
over them so that you have a clear 
shot at Air Man. Repeat to defeat 
him. 

Password: 

A2, A3, Bl, B4, C3, Dl, D2, D4 


WOOD MAN LEVEL 

For those with sadistic tendencies - 
as well as a hatred of cute bunny rab¬ 
bits - the Wood Man stage should be 
most satisfying! 


WOOD MAN GUARDIAN 

To defeat Wood Man, leap over his 
shield when he throws it at you and 
then bombard him with metal blades. 
You should be able to destroy him 
before he can raise his shield again. 

Password: 

Al, A3, B4, C3, Dl, D2, D4 
Collect leaf shield. 


AIR MAN LEVEL 

A level crammed full of bottomless 
pits and heady action! Start by run¬ 
ning to the right and jumping onto the 
floating head, being very careful to 


avoid his horns. When on top of 
these heads, use the leaf shield to kill 


Collect Air Shooter and Rush Jet. 
Upon beating Air Man you will meet 
Dr Wily, who will lead you into his trap 
and subsequently, a room with four 
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Cartridge supplied by: 

Console Plus, 
Tel: (0532) 500445 


doors in which you will find the next 
four levels. The bottom right is 
Needle Man’s level which should be 
tackled first. The following level to this 
is Magnet Man who can be found in 
the bottom left, then it’s on to Hard 
Man at the top left. This, of course, 
leaves Top Man who is hiding in the 
top right of your screen. 


past the row of crushers. At the end 
of the passage, travel up the ladder 
to get next to the ledge and jump up 
to fire at the android once he has 
thrown the hammer. After defeating 


Slide past the 
down the ladder. 

your way along the passage to get 


NEEDLE MAN LEVEL 

After entering the Needle Man stage, 
you should go right and shoot the 
porcupine then continue to your right 
and go up the ladder shooting the 
porcupines all along your route. 
Climb to the top of the ladders and 
move right, shooting the cannons. 
When you reach the high block, use 
the rush coil to clear it and move right 
until you reach the small dark pas¬ 
sageways. Slide in through the bot¬ 
tom passage to the end, shoot the 
hard hat and cannon with your arm 
weapon, then continue to the right, 
disposing of the cannons along the 
way. 


fire through it to beat the enemy, then 
slide through the passage to get the 
energy capsule. 


Drop down and go right, shooting 
the spring modules that approach, 
then go down the ladder. Shoot the 


onto the high ledge and use the 
rush jet to fly right and then climb the 
ladder. 

Climb to the top of the ladder and 
use the platforms to get to the lower 
left ladder so that you can go back 
down to the bonuses. Go back up the 
ladder but exit by the top left to face 
Magnet Man. 


MAGNET MAN GUARDIAN 

Shoot Magnet Man with the needle 
gun, but don’t shoot him when he is 
using his magnetic field as it won’t 
affect him. 


Password: 

A2, Bl, B3, Cl, C2, C3, D1 
Collect needle cannon. 


Password: 

Al, A3, A4, B3, Cl, C3, D2, D4 
Collect magnet missile. 


Defeat the two hornets and the 
hard hat, then slide into the passage¬ 
way to get an energy capsule. Go 
down the ladder to the first screen 
and slide past the crusher to get an 
extra life. 


MAGNET MAN LEVEL 

The magnets on the fist part of this 
level can be a real pain. As soon as 
they catch you, move to the right to 
escape their magnetic pull. Go down 
the ladder when you’ve made it to the 
right by jumping the acid pits. Drop 
down and stand outside the wall and 


bad guys as quickly as possible then 
exit by the lower left ladder. Jump up 
to the higher ledge and run right and 
down the ladder. Use the rush jet to 
fly up and over the enemies on the 
next screen then go down the ladder. 
Head right and use the rush coil to 


LETHAL WEAPON'" is a trademark ot Warner Bros., a Time-Warner Entertainments company, £ 1992 


HARD MAN LEVEL 

Run to the right avoiding or shooting 
the wasps and using the slide to pass 
over the trap snapper. Go up the lad¬ 
der and slide left over the snappers 
to grab a power boost. Slide back to 
the right and climb the ladder. At the 
top, jump the gap and use a clash 
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him, go up the ladder. Use the clash 
bomb to get past the next enemy and 
then travel right to face Needle Man. 


NEEDLE MAN GUARDIAN 

To defeat Needle Man, hit him with 
the air shooter, trying all the while to 
avoid those needles! If you use all 
your shots, finish him with the arm 
cannon. 
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monkey man and go up. At the top, 
defeat the digger monster by shoot¬ 
ing him in the head then continue 
right sliding over the traps to face 
Hard Man. 


HARD MAN GUARDIAN 

Defeat him by shooting him with the 
magnet missiles taking care to avoid 
him at all times, especially when he 
jumps up and comes crashing down. 


Password: 

A2, Bl, B2, B4, C3, C4, Dl, D2, D3 
Collect hard knuckle. 

TOP MAN LEVEL 

Move to your right and go down the 
ladder, shooting the hard hat on the 
digger in the head. Go down the lad¬ 
der and use the rush marine to zoom 


down again. After falling all the way 
down, go left and down the ladder 
(yet again). 


bomb to defeat the hammer thrower 
on your left. Climb the ladder, slide 
quickly to avoid the monkey man and 
use the rush coil to reach the weapon 


all the way to the screen with the 
hard hat. Drop over his standing 
place and slide to the ladder in the 


boost. Run to your right, avoiding the 
monkey man or using the magnet to 
destroy him and climb the ladder. 

Hide just below the ledge and 
shoot the hammer man by popping 
up after he has thrown the hammer, 
then grab the power boost and con¬ 
tinue up the ladder. Slide past the 


Now use the rush marine to go all 
the way right and climb the ladder. At 
the top of the ladder, avoid the mon¬ 
key man and exit by the top left. 
Shoot the enemy, climb the ladder, 
jump the gap and climb the next one. 
Use the vanishing block to access 
the next ladder. Go left under the 
crushers and jump the spikes to exit 
by the ladder. Shoot the lightning lord 
to get on his cloud to reach the lad¬ 
der. Repeat this process for a while 
to continue moving up the level. At 
the top of the last ladder go right, 
shooting all in sight to gain bonuses. 
Enter the shutter to face Wily himself. 

DR WILY 

To defeat the evil doctor, use the 
Sakagura to jump onto him and then 
pump him full of laser beams, directly 
in the head. 


through the water to the right. Drop 
down at the end, keeping left, push 
left to grab the power boost. Now 


continue dropping down to face the 
Bobcat. 


TOP MAN GUARDIAN 

Hit Top Man with the hard knuckle 
and leap over him when he spins at 
you. You will need to time your shots 
carefully as the knuckle is pretty slow. 
Never get trapped in a corner. 

Password: 

Al, A2, A3, B4, C2, C3, C4, Dl 
Collect the top spin. 

QUINLET GUARDIAN 

Now that you have defeated all of the 
guardians, drop down the newly 
opened hole to face Quinlet. Shoot 


bottom left. Go down it, wait for the 
hard hat to move and follow him 
down. Drop all the way down, then 
head right and up the ladder. 
Continue up the ladders to the top 
then go right and begin your journey 


Jump the ball that he spits out and 
shoot him many times. Now jump 
over where he was and slide to the 
left to drop down. Destroy the digger 
in the same way as before and con¬ 
tinue right and go down the ladder. 


Dash to the top of the steps and get 
past the cannon man to go down the 
ladder to face another Bobcat. Defeat 
him in the same way as before and 
go down the ladder. Defeat the top 


enemy with your arm cannon and 
grab the energy module. Go down 
the ladder, continue to the right, then 
use the rush jet across the pit. You 
will then come across the Top Man. 


him in the head and slide under him 
when he jumps. It will take you quite 
a few hits to beat him and gain his 
Sakagura pogo stick. 

FINAL LEVEL 

The thrill of the chase! The climatic 
sensations of the end of an adven¬ 
ture! Yet this is just Mega Man 2 so 
pull yourself together and run right 
and drop into the first hole, jumping 
up to shoot the hammer thrower in 
the usual way. Continue right and 
drop down. Use the vanishing blocks 
to cross the spikes then drop down 


timnjjjm******** 


R J 


MAY/JUNE 1993 Super 


77 




































































































































SHOPPING UST 

, - punch 

c - Kick 

= Defence 

1 = Agility 

* = Throwing 

' I Weapon 

ie - Strength 

W» = Wil1 • 

c T = Stamina 


Cornish Hen 27.75 T/WI 
Veal Walle 36.00 S/WI/ST 

SHOP G PRICE($) EFFECT 


Merv Burger 
Cheese Merv 
Fish Merv 
Mondo Merv 
Milk 

Iced Tea 
Soda 
Merv Melt 
Merv Fries 
Merv Rings 


SHOP E PRICE(S) EFFECT 

Scandal Rag 4.50 D/WI 
Comic Times 6.50 W/D/WI 
Mystic Seer 15.00 A/WI 

Nuclear Spy 9.95 S/WI 

Indian Lore 28.75 Wl 

SHOP F PRICE($) EFFECT 

Salad Paris 2.35 ST 

Onion Soup 3.50 ST 


Spicey Chilli 2.75 D/ST 

Smile Free ? 

SHOP I PRICE(S) EFFECT 

Vita-mints 
Digestol 
Recharge! 

Karmajolt 
Omni Elixir 


I imi,] 


Egg Roll 
Fried Rice 
Garlic Pork 
Pepper Beef 
Chow Mein 


2.10 WI/ST 
4.95 WI/ST 
9.75 S/WI/ST 
15.25 T/ST 
19.95 P/WI/ST 


SHOP H PRICE($) EFFECT 


Forget your Sonic Booms and Hundred 
Hand Slaps, Street Gangs is here! Your 
mission? To boldly go into gang territo¬ 
ries, taking them on with your bare 
hands. Thrashing them to within an 
inch of their lives and then extracting 
vital information as to the where- j 
abouts of your captive girlfriend. m 
Whether you fight your way r 
through single handed or using a 
friend to help, you must track down 
the somewhat elusive gang leaders 
and finish them off before you can 
enter River City High to tackle Mr Big, 
alias Simon! To go with our incredible 
Infogrames competition (see page 81), 
Super XS is proud to present the totally 
exclusive and completely mapped 
solution to Street Gangs on the NES. 


The action kicks off outside the Cross Town High School. You’ll be weak in combat at the 
beginning of the game, so make use of any weapons you can lay your hands on, namely the 
baseball bats. If you start to get a thumping, jump up onto the wall and flee to the next level. 


■■111 


Still in Sticksville, and getting quite a reputation. Rival gangs move in for the fight but lucki¬ 
ly you’ve got Dragon Feet for the job. The kicks you’ll produce will have much more effect, 
so it doesn’t take as long for these guys to hit the deck. Go into the park in the middle. 


rani iI'Jdeu 


Here’s the first Mall in the game. If your energy is passable, 
leave the food products in the first three shops and make your 
way to the trick shop on the end and purchase Dragon Feet. 


Here’s where you’ll come across Rocko’s henchman, Moose. 
He’ll try to fling you into the pit, so keep to the edges. Try and 
pin him in a corner with a crate and continually hit him. 


Another Mall, phew! Choose your merchandise carefully from the list we’ve given you, but if 
you can exit this somewhat quieter part of town without spending a bean, so much the better. 
There are some tasty power-ups later that you should save your money for! 


As you go onto Capital Avenue Bridge, slip off to the 
left and into this area. Here’s where the twins hang 
out and they’re pretty mean. Use charging tactics 
along with those deadly feet for best results. 


nf,f m w I wivii iii .ni^r inimiiin r^rmi i i n 


With the twins laid to rest for a bit, have a chat with Slick’s wife. She’s obviously well 
impressed with your fighting ability and blows the whistle on her boyfriend’s secrets at the 
drop of a hat (or something). You’ll learn that your beloved school pals are being held in River 
City High School along with your gal. Cue hero type music! 


jBBgjgg; 


1 SHOP A PRICE(S) EFFECT 

Bagel 

.90 

D/ST 

Ark Shell! 

9.00 

W/WI/ST 




Honey Bun 

.90 

S/ST 

Sea Urchin 

11.50 

T/WI/ST 

Coffee 

.95 

WI/ST 




Halibut 

18.50 

D/WI/ST 

Tea 

.95 

Wl 

SHOP C PRICE($) 

EFFECT 

Swordfish 

28.75 

P/T/S/WI/ST 

Hot Cocoa 

1.25 

D/ST 




Salad Roll 

2.00 

ST 

Pancakes 

3.30 

ST 

Croissant 

1.00 

ST 

Tuna Roll 

3.75 

ST 

Waffles 

4.10 

A/S/ST 

Egg 

Octopus 

2.25 

2.25 

P/ST 

W/ST 

Shrimp Roll 

6.25 

ST 

SHOP B PRICE(S) 

EFFECT 

Squid 

2.25 

T/ST 

SHOP D PRICE($) 

EFFECT 




Conger Eel 

3.75 

D/ST 




Doughnut 

.80 

Wl 

Prawn Eel 

6.00 

S/ST 

Mixed Roll 

10.50 

ST 

Muffin 

.90 

A/ST 

Salmon 

8.25 

P/WI/ST 

Stone Hands 26.95 

Technique 
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Warehouses are always dodgy places where gangs are con¬ 
cerned! You’ll come face to face with Rocko now, so make 
sure you’re tooled up before venturing further. He’ll spill the 
beans to Turk’s whereabouts. 


Use the tyres left lying on the road to attack the gang found 
here. They’re an excellent form of attack when rolling, so jump 
on when it is in motion. 


Once inside, jump up the crates and go to the left door. On 
defeating all the thugs, the Mob’s leader, Rocko, will appear. 
Give him a kicking and he’ll tell you Blades is in Sherman 
Park. Go get him! 


Leave these two alone and 
quickly run through this 
short area. There’s no time 
to lose. 



Par* 1 


Secret room! Push again: 
the top wall to open a hidde 



7E04 BF3f 

Infinite energy 

hotline on (0782) 745992., 


door. Inside you can buy a 
selection of spells to 
enhance your fighting 
chances. Save your money! 


Mojo is no sweetie. Try to trap him against the right wall and 
whip him with the chain. If you keep at him, he’ll be unable to 
counterattack. He’ll tell you that Thor’s in the factory. 


Make sure you’re still carrying the chain to make light 
work of the bozo’s here. Beat the living daylights out of 
Turk then make an exit through the avenue, he’s got 
nothing to say! 


SHOP J PRICE($) EFFECT SHOP K PRICE($) EFFECT SHOP L PRICE($) EFFECT 


Stone Hands 26.95 Technique 
Dragon Feet 26.95 Technique 
Fatal Step 37.50 Technique 


IceCream 3.50 A/ST 

Roman Shake 4.25 W/ST 
Cola Float 4.75 D/ST 

Nero Pizza 6.25 ST 

Lasagne 6.25 ST 


Mint Gum 
Lollipop 
Jaw Breaker 
Rock Candy 
Fudge Bar 


.95 S/WI 
.95 T/WI 
.95 W/WI 
.95 P/WI 
.95 K/WI 


SHOP M PRICE(S) EFFECT 

Sneakers 28.00 K/A 
Boat Shoes 37.95 K/A 
Loafers 45.50 K/A 
Army Boots 58.75 K/A 
Texas Boots 99.95 K/A 
Slippers 4.95 K/A 
Insoles 8.20 S 
Thongs 9.75 K/A 
Sandals 19.95 K/A 


Mod Boots 59.75 K/A 

SHOP N PRICE($) EFFECT 

Sirloin 4.95 P/T 

Rib-eye 5.95 P/A 
T-bone 6.95 P/D 
Lamb Leg 11.95 P/WI 

SHOPO PRICE($) EFFECT 

Maze Craze 52.75 K/WI/ST 
Decathlete 57.50 S/WI/ST 


Hyper Ball 57.50 
Techno Belt 27.25 
Teddy Bear 28.00 

SHOPO PRICE(S) 


R&B 

Rock 

Pop 

Soul 

Classical 


9.95 

9.95 

9.95 

9.95 

9.95 


W/T/WI/ST 

S/ST 

S/ST 

EFFECT 

S/ST 

P/ST 

D/ST 

A/ST 

WI/ST 


If you’re feeling down, but don’t want to spend any cash, try 
going into a shop where you can get a smile. It’s free and 
could make you blush! 


lari 


It’s certain death if you fall into the giant chasm ahead. Keep to the back wall and drop to the 
safety of the enclosed platform of the lower level. Gang members will arrive via the top door, 
so give ’em a good fight and enter the door. Exit through the sliding doors on the right. 


Unless you’re desperate to rob some more dosh, just run 
through this part, your woman needs you. 
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SHOPT PRICE($) EFFECT Combination 
Milk 

Stone Hands 26.95 Technique | ce( j j ea 
Dragon Feet 26.95 Technique Soda 
Javelin Man 78.25 Technique Lemonade 
Gravy 
Biscuits 
Corn Cobber 
Coleslaw 
Smile 


SHOP V PRICE($) EFFECT 


Vita-mints 2.10 WI/ST 

Date Saver 7.95 WI/ST 

Love Potion 9.95 ST 

Antedote 12 10.00 S/WI/ST 

Karma Jolt 15.25 S/ST 


PRICE(S) EFFECT 

3.50 WI/ST 


SHOP A 


Chickwich 
Dark Meat 
White Meat 




[Mm I 


With Thor nursing his 
wounds, make a quick exit 
from this small area, as 
there s no one to attack! 


A Mall with a difference. Get yourself along to the last 
shop and ask the nice lady for the book on the Grand 
Slam technique. Hand over the necessary loot and 
you’ll be able to bosh enemies with lightning speed 1 


The twins are back for some 
more punishment. Give 
them a beating as you did 
before, then relax with a 
sauna for an amusing 


Down in the village, you’ll find a couple of regular gang 
members to take on. If a chain is up for grabs, make good 
use of it. The Grand Slam makes you almost invincible with 
this weapon. 


SHOP Q PRICE($) EFFECT 

SHOP R PRICE($) EFFECT 

SHOPS PRICE(S) EFFECT 

Fresh Juice 

1.85 

WI/ST 

Sugar 

1.00 WI/ST Stone Hands26.95 Technique 

Lemon Tea 

2.35 

Wl 

Toll House 

1.00 D/ST Dragon Feet 26.95 Technique 

Herbal Tea 

2.35 

S/ST 

Maple Pecan 1.00 S/ST Grand Slam 57.50 Technique 

Carrot Cake 

4.15 

W/ST 

Oatmeal 

1.00 P/ST 


Pound Cake 

4.15 

P/K/ST 

Brownie 

1.00 W/ST 



JJB 
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Provided you’ve found and punched out all the other gang 
leaders, you’ll be forced to do battle with Ivan before you 
can open the gates. He’ll attack with head-butts, so keep 
your distance and don’t let up with weapons. 


Otis is the king of the gym slips, and he’s pretty annoyed at you marking his polished floor! 
Use a dustbin from outside to attack him. You’ll still have the Grand Slam to use with it. The 
exit from the gym is the top door. Get to it by jumping up from the basketball net on the right 



The Plague gang have control of the last two floors, but their leader won't 
show himself until you’ve got past his lackeys here. Keep all three in front or 
they’ll split up and try to attack from behind. 


At the top of the stairs you’ll find Tex, the leader of those good old boys, the 
Cowboys! He doesn’t hold any surprises, but takes quite a few hits before 
he succumbs to your superior fighting abilities. Use the old “trapped against 
the wall” trick and get busy with the chain. 





SOETOJ 


The last of the Plague’s turf is near the top of the school. If the thrashing you gave them last time wasn’t enough, the twins are 
back for more! They’re much the same in their methods, except they have slightly more speed. Keep hold of that chain whatev¬ 


er the cost. Flying kicks are very effective against these two, but don’t get trapped in the corner. 



With such an excellent name it seems a shame to kick 
Simon’s ass. Simon is armed with a bat so get a hit in while 
he’s talking to make him drop it. Now let fly with the chain! 
Where’s my girl? 


GAME NAME: Street Gangs 

TIME TO COMPLETE: 1 day 
HIGHEST SCORE: $ 365 50 
NUMBER OF LEVELS: 34 
CHALLENGE RATING: easy 
If you think you can beat the pros at Super XS on 
any of the games covered in this issue, why not 
send in your high score, together with proof to 
Super XS High Scores The address is at the 
front of the mag 
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1. The newest hit ■ 

NES game from 
Infogrames is called 
! North and South , based ^ 
[ on the American Civil War. i 
l Who was the President of 
I the United States at the time? 


A. Abraham Lincoln 

B. Hitler 

i C. John Major 


2. Infogrames are due to release 
Asterix on the Super NES. What was 
I the name of Obelix’s dog? 


A. Dogmatix 

B. Doggystyle 

{ C. Pooperscooper 


3. Which of the following is a 
Nintendo game? 


A. The Texas Chain Saw 
Massacre 
B. Street Gangs 

C. The Invasion 
ft The Killer 

\ Beavers 


COMPETITION 
ENTRY FORM 


QUESTION 2 

A □ 

B 
C 


My answers to the I’d sell my Infogramother competition 
are as follows: 


QUESTION 3 


ELL NIYI 


mm 3SSHJH 


OGRMkOTHER! 


EVERY PIECE OF INFOGRAMES' SOFTWARE EVER PRODUCED... 

.. AND FOR THE NEXT SIX MONTHS! 


BE ONLY ONE! 

up, Nintendo marines. How 
many times have you spent 
£40-£60 on a game that 
you completed in a 
weekend? Is it a regular 
occurrence that tales of 
untold lands and mystical deeds 
turn out to be a dodgy platform 
game with clashing sprites and the 
colour palette of a ZX Spectrum? 
When was the last time you bought a 
game on impulse only to find it a 
complete turkey, just when Street 
Fight VI: Championship Topless Mud 
Wrestlers arrived? We are here to 
help. 

Super XS has teamed up with the 
formidable software mercenaries at 
Infogrames to take on the 
nightmare of the empty wallet and 
disappointing review syndrome. We 
shall fight to the bitter end, but we are 
few in our numbers. That’s where you 
come in! We need to recruit a soldier 
of fortune worthy of fighting alongside 
the XS crew for the ultimate 
gamesplaying triumph. A chance to win 

your games and not have to fork 
out the folding stuff. 

. The chosen one will not be 

) unarmed however, as deep 
1 !u within the vaults of 

- :\ \ r&\ | n fog r ames HQ lie the 

mightiest weapons of all - 
every single game they’ve 
ever produced! These will 
be given to the ultimate 
winner, but it may be a 
long battle so they’ve 


also pledged to give the gallant warrior all the 
games on release for the next six months! 

Just think about that for a second. No longer will 
you have to wait ages to save up the cash for a 
new game. Super XS is giving you the chance to 
get guaranteed games every time Infogrames 
decide to release them. You also get a boxful of 
previous releases, which considering Infogrames 
have only just started on Nintendo games, should 
all be new releases. Are you interested? Read on, 
pilgrim... 

I'D BUY THAT FOR A DOLLAR! 

Imagine it. Tooled up to the teeth with loads of 
games available for all Nintendo 
systems. That’s the Super NES, 

NES and Game Boy! 

Among your Super NES artillery 
could be the likes of the massive 
RPG Drakken and the platform 
mayhem of Asterix due this summer. 
Or if you prefer to take ’em on with the 
Game Boy, why not attack with 
Bo mb Jack, Max and Asterix ? NES 
owners are famous for their diehard nature and 
could win titles such as Action In New York, 
Street Gangs (busted this issue) and North and 
South, to name just a few of the smash games up 
for grabs! 

HOW DO I SIGN UP? 

A simple initiation ceremony. Answering three dead 
easy questions is all that’s between you and glory, 
so go for it with guns blazing!! 

Select the correct answer and tick the 
appropriate box on the entry form for a chance to 
win loads of these games. The first correct entry 
pulled out of the sack on 24 May will win the 
games for their system. Don’t forget to tell us which 
Nintendo console you own! 


Don’t forget to tell us what console you own, failure tc 
do so will mean disqualification. All entries must be ir 
by 24 May. 

NAME. 

ADDRESS. 


QUESTION 1 

A □ 

B □ 

C □ 


A □ 

B □ 

C □ 

Tick the appropriate boxes on this coupon and send it 
(or a photocopy) to: Id sell my Infogramother compo, 
Super XS, Durham House, 124 Old Christchurch Rd, 
Bournemouth BH1 INF. 


POSTCODE. 

PHONE NUMBER. 

The console I own is. 

Please print a solution for 





















Get Britain’s only Nintendo 
playing guide delivered direct 
to your door every month. 
Save time, save trouble, save 
money - subscribe today! 

Take out a year’s subscription 
for the special price of £14.75 
and receive one issue 
absolutely free! 

Super XS is the complete 
playing solution! 




now 

ome 

Super XS is Britain's only 
regular magazine 
dedicated to showing 
you the techniques and 
tactics to win at all the 
top Nintendo games. It's 
an unmissable read 
featuring complete 
solutions, hints and tips, 
and exclusive game- 
busting ploys for the NES, 
Super NES and Game 
Boy. Furthermore, it's 
100% colour, contains 
over 160 packed pages 
and has over 250 games 
busted and beaten 
every issue. There's 
nothing like it... and 
nothing comes close! 



Super XS Subscription Form 


Of course I want to be a winner... that’s why I’m taking out a 
subscription to Britain’s only Nintendo hints & tips magazine. 
Please rush me the following: 

OPTION 1 ONE YEAR SUBSCRIPTION TO SUPER XS° 

Please indicate whether the subscription is for the UK, Europe 
or elsewhere in the World. 

□ UK £14.75 □ Europe £24.75 □ Rest of World £34.75 

°Take out a subscription for a year and receive one issue 
absolutely free! 

OPTION 2 TWO YEAR SUBSCRIPTION TO SUPER XS @ 

Please indicate whether the subscription is for the UK, Europe 
or elsewhere in the World. 

□ UK £26.55 □ Europe £36.55 □ Rest of World £46.55 

@ Take out a subscription for two years and you receive three 
issues absolutely free - an unrepeatable offer! 

YOUR DETAILS » 

I would like the subscription to start from issue number. 

If you are either taking out a subscription for yourself or giving 
a subscription to Super XS as a gift, please fill in your details 
below: 

Name.Signature. 

Address. 


Postcode.Phone number. 

Method of payment please indicate your choice 
□ CHEQUE / POSTAL ORDER 


Please make payable to Paragon Publishing Ltd 

□ CREDIT CARD Expiry date_/_/_ 

Card number_/_/_/- 

If you are giving a subscription to Super XS as a g 
someone, please fill in the lucky recipient's details below: 

Name.Signature. 

Address. 

Postcode.Phone number. 


Please return this coupon or a photocopy of it (together with 
your cheque / PO if applicable made payable to Paragon 
Publishing Ltd) in an envelope to the following address: Super 
XS Subs, Paragon Publishing Ltd, FREEPOST (BH 1255), 
BOURNEMOUTH, BH1 1BR. It won't cost you a penny in stamps 
if posted in the UK. Alternatively, call our credit card hotline on 
0202 299900 or fax us with your details on 0202 299955. 
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SOLUTION 



As with all the levels, the shot on the left denotes the arrangement in its 
original state, whereas the right-hand shot is how things should look just 
before you make the push. On level one, just move the left domino into 
the space and push from the left._ 



Pick up the red stopper and put it on the far right edge. Replace it with 
the standard domino on the far left and push. There's already a lesson 
to be learnt here; the trigger must fall clear of all other dominoes. 



Swap the tumbler with the standard on the top level and push the top 
left standard. The tumbler will fall, hit the stopper and then roll back to 
the trigger. 



Pick up the standard on the far left and place it just to the right of the 
ascending domino. Give the standard a shove so it hits the ascender, 
which in turn will start the run at the top! 



The only way you’re going to hit that trigger is to bridge the gap. Do pre¬ 
cisely that by placing the bridger on the edge of the divide. Bring the 






Si 




standard up the rear of the tumbler and push the standard right. 



Here’s an introduction to one of the weirdest dominoes ever seen - the 
splitter Take the splitter down the ladder and place it in the gap on the 
second level. Go back up and push the standard. Hey presto! 




On the top level, swap the vanisher with the standard and make 
the push. As the run takes its course, be sure to jump off the left 
of the ledge as that exploder certainly makes its mark. 


Huge, frustrating, addictive and mind- 
bending are just a few of the words 
that describe this game which is 
certainly no Push-Over! Puzzle 
freaks are going to love it! Of course 
you can rely on the XS team to beat 
even the toughest mind-teasers, and 
here you have it. Each level is shown 
with its code and what it should look 
like after the dominoes have been 
arranged. Get ready for another G.I.Ant 
solution! 


OCEAN • £44.99 • PUZZLE 


: 

■NP 


\ 


Super MAY/JUNE 1993 
































































































SOLUTION 


Now things get a little more complicated! Bring the standard back one 
space and arrange the delay and the tumbler in front of it Push the 
standard and quickly run down the ladder and drop through the gap 
before the bridger closes it, or the exit will elude the ant. 


A change of scene and of pace. Move the tumbler back one space and 
insert the ascender in-between, behind the bridger. Push the tumbler 
and witness some of the confusing trickery you must now begin to mas- 



> time 
• 6FOF 
tokens 


infinite 

3366- 

infinite 4 
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The splitter will make two runs here, if arranged as shown in the second 
shot. Make the push from behind the ladder and run down to the bottom 
level. Dash up the second ladder to reach the exit. 


Put the tumbler on the edge and go down the ladder to bring the standard 
behind the tumbler. Go back down and put the red stopper one space for¬ 
ward behind the ladder. Go up and push the standard onto the tumbler. If 
you can’t reach a level by ladder, drop down, but only one floor at a time! 


Pick up the standard and drop off the edge with it! Put it in place of the 
exploder and put the exploder above the exit. Now go back and shove 
the newly positioned standard against the tumbler. Now go and stand 
by the exploder and wait to drop through the gap 


• ' Y / >y 
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Gartridge supped by: 


Simply move the vanish and the standard back one space, and slip the 
ascender next to the trigger. Push the standard and wait by the gap. 
The bridger will come to the rescue so you can reach the exit. 


The delay needs to go on the end, and the ascender directly behind it. 
The tumbler then needs to be pushed against the ascender for the 
desired result. 


////? 










A oit more shuffling around is needed to beat this puzzle. The finished 
arrangement should look like the shot on the right. Make the push from 
the bottom ledge and wait by the exit. 
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Put the standard at the bottom of the stairs, one space to the left. Take 
the exploder and put it directly over the splitter, push the tumbler down 


Move to the bottom level and pick up the standard which lies directly 


the stairs. The exploder will allow the tumbler to activate the splitter, 


below the trigger. Take it to the top of the stairs and put it behind the starting two runs. 


standard sitting on the edge. Push the standard on the bottom level to 


start the run and activate the ascender. 



just a matter of me 
floor and swap it wit 

i the ascender on th< 


tumbler and 


the tumbler. 
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Complicated! Drop off the ledges and put the vanisher behind the tum¬ 
bler. The exploder must go two spaces back from the trigger. Push the 
vanisher to hit the tumbler, then run down to the exploder and drop 
through when the hole is made. Quickly pick up the standard on the 
right and put it in the space behind the delay. Phew! 


t ft _.— 

^ STonTelettof 


It all happens on the lower levels. Take the two standards next to the 
bridger and put them behind the standard already next to the ascen¬ 
der. Push the standard on the right to start the run which activates 
the ascender. The exit’s behind you. _ M 


To move the dominoes between the top two levels, the ascender at the 
bottom of the ladder needs to be shifted, otherwise it’ll smash as you 
drop off the level. Put the tumbler on the end of the top level with two 
delays and a standard behind it. Below, the standard position the 
exploder with two standards in front. Push the top standard and run to 
the exit before the exploder does its worst. You’ve got to be quick! 




Place the tumbler on the edge in front of the standard. The floor below 
needs one less standard on the right of the splitter. Arrange a run of 
three standards, five delays, a standard and an exploder on the third 
floor down. The lowest floor is unchanged, except for the last tumbler, 
which is to be placed to the left of the vanisher. 
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Drop off the edge and make your way down to the bottom level. Take 
the stopper and put it on the far left of the ascender and put the delay in 
its place. Arrange a run of nine vanishers with a standard on either side. 
Take the tumbler to the edge of the top step and put the final vanisher 

;+ Diieh tho wanichor nntn thp tnmhlpr 


Place the splitter in the space between the standards on the level below 
the entrance. On the third floor down, position the stopper on the left 
directly below where it originally stood and move the other stopper to 
the far right edge. Put the tumbler behind the ladder, with one standard 
on the left and two on the right. Push the top standard onto the splitter. 


Put the splitter at the foot of the steps and arrange three standards on 
the left. Put the ascender right of the splitter and push that top standard 
onto the splitter. Quickly run to the exit area after the push, to avoid 
being trapped by the hole made by the exploder. 


rake the exploder and move it two spaces right so it sits on the edge. 
3 ut the delay and a standard behind it. Move the splitter underneath the 
exploder and put a standard in place of the ascender. Position the 
ascender one space left of the ladder and push the top standard onto 
hp HpIpv for thp rpnuired result. 


ake the ascender from behind the ladder and put it below the gap on 
le middle level, but slightly left. Fill the empty space made by the 
scender with the standard left over and push the standard on the far 
ift situated below the other ascender. 


Go^ack^dbpusMhTteft steiidai^to^com Wi,h the ascender ' 

you still following all this? Good, becalse rt get?womel^'^^ ' eVel ' Are 


Swap over the first two delays which sit above each other on the left, 
with the standards on the right standing in the same position.This will 
make both sides even. This is done by dropping them off the ledge to 
land in the space made by the stopper that’s out of position. When 
evervthina is arranged, move the stopper forward and push the tumbler. 



tom z,™“’ e <°p 
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Grab the delay and put it next to the tumbler, with the standard behind it. 
Nothing else needs to change, so simply push the top right standard to 
set the run in motion! 
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Every now and then you’ll get a level that looks like a nightmare, when 
in fact it's completely easy. On this level, simply pick up the bridger at 
the top and drop it on the splitter below. Couldn’t be simpler! Just jump 
down the various levels to reach the exit at the bottom 


above the doors, move the 
> a run of a standard, tumbler 
ft with two standards and an 
standard to start the run. 


Go down the ladder and take the left standard up a floor. Drop the other 
standard up there onto the splitter, so that the bridge is created. Now go 
and arrange the others as shown, not forgetting to include the standard 
left by the entrance door. When they’re set up, push the standard to 
activate the tumbler, which will in turn, drop through the hole made by 
the exploder. The splitter will do the job with the trigger. 


Take the tumbler and place it on the right of the ascender, directly 
below the stopper. Give it a shove against the ascender, then run left - 
and wait by the stopper. Pick the stopper up as soon as the tumbler v 
bounces off it and run across to the gap; setting it down to send the A 
tumbler back again. Repeat the process by chasing after the tumbler 
again and blocking it with the stopper in its original position. By now the I 
bridger should have fallen, leaving the tumbler to hit the trigger. 


Take the three ascenders from the top level and put one on the lowest 
level, , ,ext to the stopper. The second one needs to go under the top 
right delay. The third should be positioned behind the middle lad- 
f der, with the tumbler and exploder on the right of it. Fill all the 
1 spaces behind the top left delay with left over standards. Push 
s / the ascender behind the ladder on the right! 


k-jn m a a a a a a m m m m a a?flr I a a a m a. a. m. a *1 

Pick up the delay on the left of the entrance and take it down to the bot¬ 
tom floor, slipping it between the other delay and the run of standards. 
Now go back to the entrance door and push the standard to start the 
tumbler action. 


Move the exploder into position above the splitter. Return to the top floor 
and move the standard to the right of the tumbler. Push the standard 
onto the tumbler and quickly run down the ladder to get on the left of the 
exploder where the exit is located, before it creates an impassable hole! 


Here’s another hit and run level. Push the first standard you see and 
quickly pick up the stopper on the right. Carry it down the ladder one 
floor and run left, dropping off the end of that level. Position the stopper 
on the left edge before the delay above falls, bouncing it onto the other 
delay and hence continuing the run. The exit is behind the trigger. 


Halfway there 1 Go up and grab the lonely standard. Take it down to 
where the stopper is sitting and set it down in front. Pull the tumbler 
back to the left side of the ladder arid push it. Now get speedy! Turn and 
pick up the standard next to the stopper and run with it to the gap. As 
soon as the bridge is made, go across and drop the standard in front of 
the trigger before the other standard falls. 
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Pick up the splitter on the small top ledge and drop off the left side with 
it, leaving it where you land. Take the standard just left of the exit and 
place it on the left of the newly positioned splitter. Fill its space with the 
exploder, which should be directly above a splitter Take the stan¬ 
dard, right of the exploder, to the top ledge and drop it ^ « 

on the splitter. Push the standards by the trigger. ^ +W 


Push the top standards so they knock the tumbler between the two 
stoppers Drop off the right edge and go right down the ladder to move 
the ascender left of the exploder. Go to the ledge where the tumbler is 
trapped and drop off the right side. Swap the stopper on this level with 
the standard, putting the stopper on the far right edge. Now return to the 
trapped tumbler and pick up the right stopper to release the tumbler. As 
it goes about its business, put the stopper down and flee to the exit on 
the right of the exploder, before it blows the hole! 


I m 


Firstly take the top ascender to the lowest level and replace it with a 
standard. Arrange the lowest level with an ascender on the far left fol¬ 
lowed by three standards, an ascender, a tumbler and six standards. 
None of the other levels need be touched. Push the top standard right 
to start the run. 


exit is on the ground level. 
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Make your way to the top right corner where the exit is, and pick up the 
standard sitting in front of it. Carry it to the left of that floor, and drop it 
onto the splitter. Now go down the long ladder and pick up the domi¬ 
noes hidden behind, taking them in turn up one floor and also dropping 
them onto the relative splitters. When all dominoes have fallen except 
for the top floor, give the standard by the exit a push to fell the trigger. 
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Push the top standard which sends the tumbler through the exploder’s 
hole. Drop through and pick up the stopper on the right, then carry it to 
the left edge and drop off with it. Send the tumbler rolling to the right 
towards the bridgers. Run across with the stopper and drop it just in 
front of the exploder on the end. Pick up the exploder and put it in the 
path of the tumbler as it hits the stopper and starts to retrace its steps 





















































































































SOLUTION 


Move the tumbler one space forward and position the exploder in front 
of the bridger. Take a standard from the bottom and put it behind the 
tumbler. Pick up the splitter and move it into another position for a 
moment. Push the exploder and drop through the gap. Pick up a stan¬ 
dard and drop off, left, putting it on the left edge of the lowest level. 
Move another standard into a space to the left of the delay. Put the split¬ 
ter back into position and drop the last standard onto it. 


Drop off the edge with the standard and push the tumbler to get things 
started. Pick up the standard and drop down two floors from the left 
edge. When the tumbler falls from the top floor and goes past, put the 
standard down to stop it. Go to the end and stand on the exploder to 
drop through. Quickly pick up the stopper and run ahead of the tumbler 
to place it in front of the exploder on the far left and ultimately send the 
tumbler off the right edge! The third tumbler will take out the trigger. 




Run down the long ladder and take the bridger up to the top level. Push 
the tumbler down the stairs to start the run and follow it with the delay 
from the top. As the tumbler drops off the end, place the delay in the 
middle of that longer last step. Now run back and get the bridger you’ve 
left at the top, then get to the small ledge in the middle. Place the 
bridger on the edge of the gap, so the tumbler can reach the trigger. 


Move each of the three delays on the top right ledge into position by 
dropping off the ledges. Work upwards from the lower levels until the 
scene matches that of the right shot. The push must be made with the 
standards on the top left ledge. 


Put everything into position as shown (right), then push the tumbler 
against the ascender. The tumbler will now become trapped between 
two stoppers. When the other dominoes have run their course, wait for 
the tumbler to just hit the right stopper before moving it one place right to 
widen the gap. Now, when it has just hit the left stopper, immediately pick 
it up and place it on the far left, then grab the bridger and drop off the left 


Drop down to the ground level and go left to the ascender next to trig¬ 
ger. Push it right and quickly get up the ladder and grab the first stopper 
on the left. Take it up a floor and drop off the edge so you’ve landed on 
the small ledge above the trigger. Place it on the left edge and wait until 
the tumbler at the top falls and bounces off it. Quickly run after the tum¬ 
bler with the stopper and block it before it falls off of the bottom level. 




Go up the ladder and push the tumbler against the bridger. Quickly go 
across the new bridge and pick up the ascender and take it down to the 
bottom level, putting it directly under the gap. The tumbler will fall from 
the top and activate the ascender to finish the job. 


ledge, placing it to bridge the gap to the trigger. Beat the tumbler! 
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Take the delay on the eno u 
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The push must be made on the top level with the three standards. Once 
they’ve fallen, take the other standard and drop it onto the splitter. 
Quickly run to the bottom right where the exit is and wait by the stopper. 
When the standard falls from above and hits the stopper, pick it up so the 
standard will fall off the end - this keeps the exit clear. One last thing, 
move that stopper behind the trigger up a step. 


Push the top standard left against the tumbler and run to the exploder 
and drop through. Now you’ll have to be quick because as soon as the 
delay hits the stopper, pick up the stopper and chase after the tumbler 
with it and go down the ladder. When the vanishers activate the ascen¬ 
der, put the stopper in place of it to block the tumbler. Keep running 
back and forth with the stopper, blocking the tumbler. Then when every¬ 
thing has toppled, let it loose on the trigger. (Move the stopper from 
behind the trigger first!) 


Take the two standards on either side of the central stopper and move 
them as close as possible to it. Go up the small ladder and put the tum¬ 
bler on the left of the delay, then it’s up the longer ladder to swap the 
standard over with the tumbler there. Go back down the ladder one floor 
and bring the ascender to slip between the two top delays, then push it 
right. 
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Push the top standards and drop off the edge. As the tumbler hits the 
delay and starts to roll back, quickly pick up the delay before it falls over! 
Run right with it and plonk it in front of the stopper before the tumbler 
gets there. Jump through the exploded holes and pick up the standard. 
As the tumbler causes the exploders to make the gaps, drop through 
and put the standard next to the delay by the trigger. 


Set the dominoes up, but move the tumbler on the top level to 
edge! Make the push with the tumbler on the level below. As the 
does the business, drop through the gap and run lett to pick up the next 
exploder and place it under the gap. Drop through the hole this exploder 
creates and take the stopper left to block the tumbler. Now move the 
exploder under the gap again so you’ve a series of holes above each other. 
Put the tumbler under the gap with the standard on the right. 


behind it. Let the trapped tumbler free by picking up the right stopper 
and dropping it again. Go right and drop through the hole made by the 
next exploder. Put the exploder on this level on the end of the run, 
replacing it with the standard on the far left. Again, let the tumbler free! 
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Leave the top three levels untouchec 

1 and just change the lower ones as 


shown. Go to the top left standard and make the push, then as the run 
begins, come down to the level with the delays. Drop the right-hand 
standard off the end to stop the tumbler in its tracks. 


bridger on the edge and push_ edge^Put the three 

? platform and drop ' he ® , f" d p a Je staSdardon the left edge, 
ogether on the right and place gnd drop t0 the top of 

ip the standard onto the splitter R ght^ ^ Fjnally fi| , 

,er, then take the bridger to the^edge y right corner. 

, e left by the bridger with the standard m -. 


Push the tumbler on the edge, and pick up the remaining one. Drop off 
the edge with it when the other tumbler has passed and run down the 
ladder. Put your tumbler next to the exploder and drop off the left edge. 
Move the ascender one space left, then grab the stopper and bring it to 
the right-hand edge, to stop the remaining tumbler falling off the end. It’ll 
now roll back onto the trigger. Wibble! I’m going mad! 
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SOLUTION 


Put the far right vanisher in front of the exit. Put the left stopper in the 
vanisher’s space, then pick up the standard and put it at the foot of the 
ladder. Move the right stopper to the far edge, and take the ascender to 
the opposite left edge. Go to the top and push the delay, then run down 
and pick up the left stopper and wait with it by the right ascender. As it 
rises, drop the stopper to block the tumbler and grab the other stopper 
to block it as far left as possible. Now move the vanish, standard and 
ascender in front of the right stopper and release the tumbler. 


Walk right and drop down to the ledge below. Pick up the standard and 
drop it onto the splitter, activating the ascender. Quickly run left and 
push the other ascender. The tumbler above will eventually hit the 
bridger and become trapped between the two stoppers. Go up and 
move the right stopper just as the tumbler hits it, then put it as close to 
the left stopper as possible, still keeping the tumbler trapped. Go down 
the ladder and create a run to the trigger with standards. 



L-UfcUl 




Go down the ladder and take the right standard to the floor below to 
place it on the edge. Replace it with a tumbler from the top, then 
arrange the splitter, tumbler and bridger on the right of the standards. 
Push the top standards to activate the splitter and run to the exploder. 
Drop through the gap it creates and move the standard left of the trigger 
over to the right. Now place the stopper on the right edge. 




and swap the two delays with 
entrance next to the standard 


entrance to start the run. 


A reshuffle on the top floor is the key to success. Bring the four stan¬ 
dards to the right of the exploder followed by the bridger and two stan¬ 
dards. These are brought up from the level below. Push the top stan¬ 
dard and go down the ladder. Pick up the splitter and simply drop 
through the gap with it, leaving it to fill the space next to the exploder. 


Push the standard onto the delay and drop the other standard onto the 
splitter. Quickly drop through the exploded gap and move the right 
exploder one space back. Drop down again to the level where the van¬ 
isher can be found and pick up the standard. Hold onto it directly on the 
exploder, so you’ll drop through onto the splitter below and get to the 
exit through the final exploder’s hole. 


Push the standard and run right, ignoring the gaps. Pick up the vanisher 
by the stopper and move it one space left. After the tumbler hits, pick 
the stopper up and put it by the first fallen standard to block again. 
Quickly get to the trigger and grab the stopper behind it, then take it to 
the floor above to block the right side and trap the tumbler. Now arrange 
the vanishers to lead to the exploder and release the tumbler to hit van¬ 
ishes. Leg it to the exit after releasing the tumbler or you’ll be trapped 
by the new hole! 


Push the delay onto the exploder and drop through the gap. Take the 
right delay to the bottom floor and put it next to the others, facing the 
trigger. Use the delays on the right of the floors to fill the spaces up to 
the trigger. You’ll need to be very quick here. 
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Go down each of the ladders and arrange the run of bridger, tumbler, 
splitter and standard on the three floors. Swap the splitter in the top 
centre with the right standard. Have two delays and a standard next to 
the trigger, with just a tumbler and standard on the bottom right floor. 
Drop the top standard onto the splitter and take the top left bridger 
down to the exit, placing it on the left edge. Push it to bridge the gap. 
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Swap the tumbler with the first exploder you’ll find on the right. Push the tumbler 
against the delays and drop through the right hole. Get to the bottom delay on 
the right, using the second ladder and moving it next to the ascender. Quickly 
get back to the top floor and drop through the left gap to move the stopper and 
so release the trapped ascender. You’ll need to be fast to beat the trigger! 


Fill the gap in the vanishers with a splitter and put a standard from the top right 
floor behind it and a tumbler on the left edge of the same floor. Drop a standard 
| onto the small right ledge. Drop off onto the splitter. With vanishers cleared, 
) arrange the same floor with a bridger on the end, tumbler, five vanishers and a 
splitter. Now drop a standard onto the splitter from the other small ledge. Re¬ 
arrange again with a splitter as far right as fallen dominoes will allow and vanish¬ 
ers all the way to the edge. Use the last of those three standards to make the 
split. Again put a splitter as far right as possible with three vanishers in front and 
drop a standard. Finally grab the tumbler and go to the opposite side, dropping 
down to put it next to the bridger. Go left to the standard and push! 
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Here’s a strange one. Pick up the top three ascenders on the left and 
drop off the ends with them so they’ll hang below the floor above. Now 
swap the left bridger on the bottom floor with the exploder next to it. Go 
to the floor above where the remaining ascender stands, and grab the 
standard right of the ascender. Drop off the end with it to activate the 
splitter, then pick up the ascender and position it in the same way as 
the others. 


IHl ill IlHHlil III ItlHI HUH HI 11IHI 
Go down one floor and move the right exploder two spaces forward. Fill 
its space with a standard and put the splitter in between. Go to the other 
floors and put splitters under the exploders as shown, then drop the 
standard onto the top splitter. Go to the bottom floor and drop through 
the hole made by the exploder. Now grab that elusive tumbler and posi¬ 
tion it on the left of the bridger. Push the tumbler! 


This looks easy! Well it would be if the markings hadn't been taken off! 
Follow the simple code and arrange the dominoes accordingly Once 
done, push the top left standard and. yippee! Home to bed 1 
A - Ascender B - Stopper D - Delay 

S - Standard T - Trigger X - Splitter 


Pull the vanish and the tumbler back a space, then push the vanish. 
Drop off the right edges of the floors below to reach the ladder and 
descend. Immediately pick up the first moving tumbler and move it a 
space back. Now, grab the stopper on the left and put it on the right of 
the ladder then go up and drop off the edge with the standard leaving it 
next to the trigger. When the other tumbler falls down, pick up the stop¬ 
per to release them, but put it down before the trigger falls. Tricky! 


Nightmare! Take the tumbler to the left side and push. Drop down to the 
short ladder and put the tumbler on the left edge of the floor above. Get 
the delay and run left when the gap is bridged, placing it centrally under 
the far left floor, so as to stop two tumblers from rolling. With the third 
tumbler trapped between stoppers, move the left one as far left as pos¬ 
sible, still trapping the tumbler. Grab the other stopper and also move 
this left to make the gap smaller, then put the ascender into position 
with the standard on the right. Let the tumbler loose! 
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blaster 

Grab this for a 
blaster power-up 
(see right for 
weapons box). 


ings, repeat past the next tower. 
When you reach this tower, swing out 
to the right to travel.down the right- 
hand side of the red building ahead 
to collect another Nova Bomb. Then 
swing in to the left to get back onto 
the main street. At the end of this 
street you will encounter another 
droid moving in from the right. You 
will discover a blue shield warp spin¬ 
ning ahead of "you when you have 
passed the droid. 

You will now enter a passageway 
with four blue towers which must be 
shot out to stop them collapsing onto 
you. Keep flying on past another 
large droid and a group of ground 
based tanks until you come to the 
large droid with long, long arms. After 
destroying him you will face the Battle 
Carrier. 


Shoot the three 
points of the tri¬ 
angle three times 
to reveal a 1 -up. 


EXTRA WING 

If you have 
snapped off a 
wing, this 
replaces it. 


first encounter with some of the large 
droids that roam the surface of the 
planets in the Lylat system. These 
two are carrying a blue tower, you 
only need to blast one of the droids 
and the other will also explode. 

You will now start to enter the sub¬ 
urbs of the city. Continue on through 
the small square blocks and shoot 
the droid that moves in from the left 
and fly onwards to attack another 
ground tank which will give you a fur¬ 
ther Nova Bomb for your collection. 
You should now enter the city and 


STAGE 1: 
CORNERIA 


SHIELD 

Limited invincibili¬ 
ty is granted to 
you if you collect 
this bonus. 


After launch, you will find that two 
bird ships sweep in from the top left 
of your screen. Soon after this, Slippy 
flies in underneath you and heads 
towards the archways. Follow him 
under the four archways to make a 
twin blaster icon appear in the large 
blue tunnel that appears immediately 
after them. Following the tunnel, you 
will come up against a ground based 
tank unit between two 
UFO towers. The next 
items you will confront 1 
are more UFO tower .y gi 
flanked by two blue 
towers. Make sure you 
take out at least one of ‘ 

the towers because if I 

you don't, you will find 
them collapsing on you v |j| 
as you race under¬ 
neath them. Following . . 

this you will have your 1—- 

meet your first tower. Roll your ship to 
„ . xi . .. . the right then back to the left after 

Starwing, the legend is here... The first p ass jng the tower to travel through 

ever Super FX chip game is without the passageway between more build- 

doubt the biggest thing to smash onto 
the Nintendo since Street Fighter II and 

Super Mario World. We always look to ^ 

Nintendo for ground-breaking innova- , fc 

tions, but the Super FX chip has to be 

the best yet! Starwing (known as Star f 4 j vt 

Fox on import) allows complex poly- ^ ~ ^ 

gons to be manoeuvred at high ^ 

speed creating a superb arcade- jP '^ iy 
style game based loosely on the hit ' j 

coin-op Starblade. You control Fox / |_ _ / 

McLeod, the commander of a crack / i 

squadron of Arwings, against the might V / 1 

of the Andross armada. Super XS has the / 1 

exclusive solution to this extraordinary \ / * 

.game. If you haven’t got your copy of 1 

Starwing , Super XS has only one piece I / —i 

of advice... BUY STARWING NOW! k*._„ - L - 1- 


The Nova Bomb 
is the ultimate 
ass-kicking 
power weapon. 


ship from a distance. Just as it is 
about to turn, shoot another Nova 
Bomb right at its nose to destroy the 
guardian. Alternately, you can just 
keep blasting the guardian as it veers 
away from you to make another pass. 


The solution to this guardian is sim¬ 
ple. Immediately blast the hanger of 
the ships as two fighters emerge. It 
will only take a few hits to sever this 
section. Now to the left and point the 
nose of the Arwing in the air. ,, Mi ;l 
Fire a Nova Bomb at the I 
linkage between the main ■ 
ship and the two boosters on I 
the left side. One bomb will I 
destroy both thruster units ) 

and you are free to blast the 
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Single Lasers 

Even by starship standards this 
is a totally sad weapon with lim¬ 
ited range and power. Try not to 
reach a guardian with this. 


close watch for hourglass ships and 
serpents, you should very soon come 
across an area full of orange fireball 
launchers. 

When you have dodged your way 
through these you will have your first 
sight of a ship that zooms onto your 
screen in the shape of three triangles 
that form into a large one. You should 
shoot this in the centre before it can 
launch a fireball, it should then fall 
apart and reform, you must repeat 
the process three times to destroy it 
completely. Immediately after this you 
will face the Rock Crusher. 


. Twin Blasters 

Now this is more like it! Twin 

Blasters will take out most ships 

and guardians but can let you 
down in a tight situation. y 


The Rock Crusher will sweep in from 
below and begin spinning slowly. 
Your Arwing will automatically move 
in and out of the fire zones so switch 
to the interior view of your ship so 
that you can use the cross hairs to 
aim with. The weak spots of this awe¬ 


some machine are the four pods on 
each wing tip so concentrate your fire 
on these when they flash red. The 
pods are invulnerable at all other 
times. 

A Nova Bomb will completely wipe 
out an entire wing if you score a 
direct hit but it is easier to use the 
guns, especially if you have powered- 
up guns. When all the pods have 
been destroyed, the central section 
will detach and fly towards you. Bank 
left or right sharply to avoid it then 
concentrate fire on the middle section 
of the ship It should explode after 
only a few hits but roll left or right to 
avoid the fireballs and rockets it fires 
at you. 


_ ^lrebaii$~ 

Power supreme! The fireball 
weapon is the pinncale of tec- 
“I? f, nd oothing comes high¬ 
er. Ideal for all guardians. 


STAGE 3: 

SPACE ARMADA 

This is where it gets really complicat¬ 
ed as you attempt to take on the 
might of theAndross Space Armada. 
At the start you will find yourself face 
to face with a huge cross-shaped 
ship that if shot, will reward you with 
twin blasters. After this bonus you will 
encounter three homing ships, which 
in spite of looking mean, can be 
despatched with a single shot. You 
will now receive your first sight of the 
actual armada, you can vaporise the 
main ships by shooting their main 
central tower many times. Flames will 
now engulf the towers, despite the 
fact that fire cannot burn in space! 

Just before you go on your ram¬ 
page you should see three spikes 
hanging in a circle in mid air. Shoot 
one of the spikes once to make them 
rotate, now shoot each of them in 
turn to make a ship appear in the 
centre, grab this to receive an extra 
life. 

As you approach the first freighter, 
three ships will zoom in from the 
sides and begin launching glowing 


I I 1^ VVC7Ctr\ OJJUIO Ul M IIO CIVV^ 

EXCLUSIVE SSCRET LEVELS! 


machine'? t retch'XL bizarre secret level. 


in the centie. Now **^ “ 

you find him? , Riark Hole The first 

V There are two purposes .tor tt*Black Hole.^ and 

is the multitude of^ bonus 3 S stjc ^ you for any 

blaster power-ups hat you f d P P scaffolds 

a™ «which is^osioerab,, tu- 

ther in tlJgame than where you started. 
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STAGE 2: 
ASTEROID BELT 

Upon entering this level you will be 
confronted by three wedge ships that 
move in from the right After you’ve 
shot these out, watch out for the spin¬ 
ning top ships that come up from 
below; these are acting as cover for a 
space caterpillar moving in from the 
bottom left. Shoot the blue head to 
release the smaller yellow ships that 
can also be shot. 

You will now enter the asteroid 
field, remember that only the golden 
asteroids can be shot, so avoid the 
grey at all costs. Continue your jour¬ 
ney through more of the asteroids 
and on to face a wedge ship and 
space caterpillar; you should now 
have your first encounter with the 
hourglass ships which usually appear 
in groups of four, only two are visible 
at any one time. Shoot all of these to 
gain a shield boost. 

After destroying these ships you 
will head into a thicker belt of aster¬ 
oids, make certain you shoot plenty 
of the golden ones to clear your path¬ 
way through. In the middle of this 
field you will discover a hopper from 
the first level leaping between two 
asteroids; it is possible to pass right 
underneath him and grab the bonus 
Nova Bomb without sustaining any 
damage. 

Continue your flight until you see 
the asteroid serpents moving ahead 
of you. These are often found when 
you destroy an asteroid and can be 
easily despatched with a single shot. 

However, your greatest problem 
here lies in the rotating chain of 
asteroids; you must shoot the centre 
golden rock to disperse the chain. 
Immediately after this you will 
encounter spinning balls that launch 
many fireballs at you, these are best 
avoided until they have passed you 
by. 

Continue destroying the many 
golden asteroids that approach and 
you should very soon discover a 
large blue spinning circle which will 
fully charge your shield when you 
pass through it. Keep flying with a 
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rings at you, you can either shoot the 
ships or just dodge their fire .and 
enter the freighter. Stay on course 
when you head towards the ships or 
your approach will be aborted and 
you have to go around again. 


FREIGHTED 3 

The first obstacle you will encounter 
upon entering the ship is a door with 
two arrows on it. Shoot it to open The 
door and move onwards through the 
ship dodging the high and low beams 
until you come to a moving 
yellow/black one You must hit your 
brakes"as you approach, then pass 
under it as it rises. Right after this is a 


As you enter the core of the mother 
ship you will see rotating pods in the 
air. After a few seconds they will 
"become electrified and you have to 
fly around the core, shooting the 
pods directly to make them explode. 
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have the Nova Bomb "to get a Twin 
Blaster power-up. Watch out though, 
directly after these pylons you vGill 
enter a passageway of rocks so stay 


low to take out the scout .droid and 
tank that are hiding in there. 

When you exit these tunnels you 
will be faced with many battle tanks 
and scout droids until you come 
across the helicopters that fly in from 
the sides, these are best avoided as 
they move too fast to shoot. A bit fur¬ 
ther on the right is a 1-up if you can 
shoot the three points of the triangle. 

Continue moving across the land¬ 
scape until you reach the building to 
your left with the three tanks emerg¬ 
ing. Shoot the last tank to receive 
energy, then fly on to the next build¬ 
ing and shoot the red door to enter 
and receive a full shield boost. 
Directly after the bird ships attack, 
you will face a battle platform. These 


must be shot many times to destroy 
them. They must be annihilated or 
they will track you until you are 
destroyed. Before you meet the next 
one of these you will see two red 
hangers: shoot the left one to gain a 
Nova Bomb and destroy the battle 
platform that follows and wipe out the 
three helicopter gunships to take on 
the Dancing Insector. 


To destroy this "mammoth insecta- 
zoid, you have to first blow offall its 
legs one by one. Keep blasting the 
legs when it scitters all over the 
screen. When it hits the ground and 
you see smoke, you know you are 


FREIGHTER 1 

As you travel through the freighter you 
will encounter the following obstacles 
■ in this order. A ground level beam fol¬ 
lowed by a high beam, then a door¬ 
way which you must tilt sideways to 
avoid. Following this you must stay 
low to pass under the archway that 
pops up and grab the stealth shield 
icon after it. Pass under the next arch¬ 
way and shoot out the grey and yellow 
door to enter the final passage in 
which you must continually fire to 
destroy the power core. The way to 
assure that you get the core is to put 
on the brakes and then concentrate 
on the centre of the unit. For heroic 
effect, it is also a good idea to hit the 
retros as you leave the burning hulk. 

After exiting the first freighter you 
will be back in the thick of the 
Armada, again. Stay alert for homing 
fighters and ring-throwers as you 
make your way to the second 
freighter. 


FREIGHTER 2 

Keep flying where you will encounter 
more ring-throwers and another trian¬ 
gle ship you met in the previous level. 
When you reach the white battle 
cruiser shoot out the three glowing 
blocks on its side to destroy it. You do 
not have to go inside to destroy this 
one. Remember, if you see a flash in 
the distance it is an enemy fighter let¬ 
ting off a missile, so prepare for eva¬ 
sive action. Almost immediately after 
this you will enter the third of the 
freighters. 


There are three pods to destroy and 
occasionally a security droid if you 
hang around too long. After a while, 
the direction of the core will change, 
so you must be wary of where the 
next obstacle is coming from. 

Once you have taken out the satel¬ 
lites, the main core will be revealed. 
Shoo! the core, moving left and right 
to dodge the fireballs. Let off a Nova 
Bomb if you have one to finish off the 
ship and be greeted with the impres¬ 
sive explosion s'equence. 
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This is where it gets really compli¬ 
cated as you enter a maze of pillars, 
secreted at random amongst these 
are a Nova Bomb and Twin Blasters 
bonus. Or you can just fly up to the 
top of the screen and pass over them 
all. The easiest method for collecting 
both power-ups is to enter the screen 
from the left, then veer right once you 


Nova Bomb. The following obstacles 
are a row of doors which you must 
shoot to open and gain access to a 
passageway containing three hop¬ 
pers and the central power core. 

You should now be in sight of your 
main objective. To destroy the shut¬ 
tles that are moving around you will 
have to hit them many times to anni¬ 
hilate them, and brake sharply to get 
more hits in and gain access to the 
mother ship. Just after the third shut¬ 
tle there is an energy ring to collect. 
Three small fighters are waiting for 
you before you actually enter the 
base ship. 

Once inside the main ship it is 
exactly the same types of obstacles 


as the freighters with the addition of a 
new security door that travels either 
up or down depending on the direc¬ 
tion of their arrows. To pass them just 
move in the opposite direction to their 
arrows or change their direction of 
travel with a shot at the door. After 
the low barriers, there will be some 
maintenance droids to sort out. Both 
will give you much-needed energy. 


STAGE 4: 

METEOR 

You will have to battle your way 
across the huge and harsh land¬ 
scape to face up to the huge Dancing 
Insector. Your flight path at the start 
will lead you straight into the path of 
two huge scout droids. Despite these 
two legged droids’ appearance, it is 
quite easy to destroy them by shoot¬ 
ing their legs off. Soon after these 
you will meet the larger relatives of 
the earlier battle tanks, these are 
quite easy to destroy with a few well 
placed shots. 
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hitting the right spot. Nova b Bombs fire a ship segment at you which is 

are helpful when it spins on the instant death. First of" all, the 

ground but you have to be careful Phantron will move left then right 
when it moves on the ground while letting off-missiles on each 

because it fills the whole screen to try pass. Keep shooting the side of the 

and crush your flimsy fighter. The ship as this is the weak spot in this 

best way to avoid this is to spin to the phase. Destroy the incoming missiles 
jpr- as quickly as possible because you 

' will never catch them "once they are 


for your ship to fly sideways through, 
so whichever wall the block is make 
sure you are next to the opposite 
wall. There is a power-up halfway 
through to help you. WJien you reach 
the end you will be transported 
through a doorway to face your final 
objective of Andross himself. 


_ 


attempt to fall on you* craft as it pass¬ 
es underneath them, so stay high. If 
you want the Nova Bomb and Twin 
Blaster "power-ups, drop down to 
them at the last minute and use your 
boost to pass through and grab them. 

After the minefield you face anoth¬ 
er pivot block and a set of somer¬ 
saulting pylons before you meet the 
Phantron for the second time. 


left and duck up or down depending 
on which way the Insector is movinq. 

Be careful not to attack when you are * w ^ iWBIMI1 ^ . 1 ' 1 

completely in front of the Insector Shoot the head and the Phantron 
because your lasers will be reflected will split into three. Shoot any of them 
back at you. After a while, the but Super XS usually goes for the 

guardian will activate the fire weapon ones on the bottom as it is easier to 

and two fireballs will zoom towards dodge the bullets it fires. Nova 

you. Swing left and right to avoid Bombs are very handy for quick dis- 

them and continue the punishment, persal. 

When all the legs have been 
destroyed, you hit the main ship for 
maximum damage. 


Shoot the head of the machine until it 
splits into three. Attack the middle 

head to defeat the first incarnation of Once the square has appeared and 
the Phantron. When the creature turned into a face, attack the eyes of 
transforms into the walker, continually Andross to score hits. Slabs of rock 
shoot the vulnerable spot in the cen- will spin towards you, but they can be 

shot or avoided. Remember, you can 
v still hit the eyes even if you are not 

'jmj/k 1 % directly in front of them. After a few 

- ^ seconds the eyes will close and 

’ Andross will suck in air and debris. 

Pull back and right on the pad to 
jflRv avoid being sucked into his mouth, 

'? then pull back as Andross spits out 

all the junk. The perfect way to avoid 
the debris is to stay on one side and 
as the rocks are about to hit, roll over 
tre of its head. The walker will launch to the other side and then back again 
fireballs and missiles at you so keep to dodge them all. 
moving and ducking to avoid a fiery 
death. Use Nova Bombs sparingly 
because the Phantron keeps turning 
around at the last minute to avoid 
them. The guardian will also mirror 
itself, so look for the one that fires 
back at you for a target. Apart from 
leaping around inanely, the Phantron 
also leaps back into the screen to 
stomp on your ship. To avoid this, just 
hit the brakes and turn away. 

When the Phantron is low on ener- 
Next you will have to fly through a gy it will throw body segments at you 

group of blocks that form shapes as so be prepared to move out of the 

they spin ahead of you, it is best to way before continuing to hit the weak 

stay at ground level to fly under them spot. 


STAGE 6: 

VENOM SURFACE 


JIHVE This is the penultimate level and as 

ARAVE lfEMAM you would expect it is not easy. 

HDv VE ¥ Ell will Upon reaching the surface you will 

The only advice that can really be face pylons that move in from the 

given here is stay on the move to sides. These are quite easy to avoid 

avoid the barrage of homing missiles by flying between them. After this you 

being launched from the surface, will encounter the first rectangular gate 

Most of the surface based missiles that pivots in the direction of the arrow, 

converge in the centre, so if you sway either fly the opposite side of the arrow 

from side to side then you should or shoot it to change its direction, 

take them all out. ... 


Now you can turn your attention to 
the eyes again. After a concentrated 
stream of fire, one of tJne eyes will 
explode. Take out both and the face 
explodes to reveal Andross’ true self; 
a cube with his face all over it. If you 
don’t destroy this incarnation quick, 
the face will reform so immediately 
fire a Nova Bomb in the centre of the 
screen, Andross should move out of 
the way but go back in the centre the 
moment the bomb explodes. If you 
follow up this devastating combe? with 
a massive burst of lasers, Andross 
will explode and ycJu will complete the 
game. Sound easy? Well now try it 
on level two or three. 


If it moves shoot it, as you will face 
almost every airborne enemy from 
the previous levels and they will all try 
to get the drop on you in the midst of 
the confusion. Early on in the level is 
a ring of triangular rocks. Don’t shoot 
them, instead, fly through the middle 
and receive two Nova Bombs for your 
trouble. 

When the missiles and fighters 
with cloaking devices have been 
avoided, it’s time to fight the guardian 
of the level. 


Immediately after this you must 
take out a wave of bird ships, then 
tackle some more pivoting blocks and 
shoot the second one to pass safely 
down the right hand side to gain a 
Nova Bomb. 

If you survive the fJivots you must 
watch out for more pylons sliding 
from both the sides and above. 
Despite their appearance, if you stay 
at ground "level none of them will 
harm you. From there onwards and 
for a while, it is just bird ships and 
ground units until you reach red 
pylons; these will somersault over 
you as you pass them to land in your 
path. Turn your ship side-on and con¬ 
tinually change your direction to pass 
through them. 

Stay sideways to fly through the 
poles that fall from above, then enter 
the box "minefield. These blocks 


STAGE 7: • 
APPROACHING ANDROSS 


This level is very much ■ like the 
Armada level. As you fly through the 
tunnels of his power towers, the 
beams that shoot in from the sides 
always follow a pattern so keep a 
watch on them to avoid them. You will 
also see large grey blocks at the 
sides, these turn into sliding walls 
that leave only a gap large enough 


You have to"be quick on the draw 
with this guy because if not, he will 
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past the two spinning girders, use the 
braking technique then grab the anti¬ 
matter shield bonus behind them. 
The following girders are quite simple 
to fly over to get a shield boost. If you 
hit any of the blocks, it will take loads 
of energy so make sure you replen¬ 
ish it by destroying as many fighters 
as possible. You will now face a row 
of ships that can only be shot when a 
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STAGE 1: 
CORNERIA 


You may be mistaken in thinking that 
this is exactly the same as the first 
level but there are subtle differences. 
More enemy fighters will appear from 
the left and right but can easily be 
destroyed. In addition there are also 
new gun towers and radar sites lit¬ 
tered all over the city. 

You still have to go through the 
rings to get a Twin Blaster power-up 
but this time they are more inconve¬ 
niently spaced and you have to go 
through a guillotine door to receive 
the bonus. If you make it through the 
first half of the level, there are more 
enemies and tighter gaps to circum¬ 
navigate. There are two Nova Bombs 
to collect, one from a ground site and 
the other is found between two build¬ 
ings in the centre of the screen. Be 
sure to get the energy power-up 
found after the falling blocks so that 
you are well equipped to face... 


Use exactly the same method as 
before. 


behind this is another of those three 
spike contraptions that will reward 
you with an extra life if shot, followed 
by a spinning T-bar. Then it’s on to a 
forest of pylons which are best flown 
through sideways. 

The next obstacle you will face 
looks very forbidding, but is quite 
easy to beat. It is a group of spinning 
parallel bars that form a tunnel. If you 
stay in the centre of them and don’t 
make any sudden movements then 
you should be able to travel through 
them quite easily. Secreted amongst 
them is a Nova Bomb bonus. Then it 


Use the same method as described 
in section one. This time, the 
guardian takes more hits. 


STAGE 3: 
TITANIA 


Titania is one of the more difficult lev¬ 
els due to the blizzard that makes it 
almost impossible to see enemies 
until they are right on top of you. 


it’s on to face another crab and some 
of the large tanks from the meteor 
level. Shoot the centre hanger that 
follows these to receive another Twin 
Blaster bonus or left for a Nova 
Bomb. Continue on past another crab 
then go for the right hanger and get 
the weather control unit to return the 
planet from the ice world it has 


You will now have to face up to a 
group of tanks and helicopters that 
can all be easily destroyed. There are 
many of the spinning boards here but 
they can all be avoided without much 
trouble. Continue fighting on and you 
will have to fight past many of the 
crab-like ships, but if you aim for their 
legs they will soon be destroyed. 
Then it’s on to a few waves of battle 
tanks for you to obliterate followed by 


You have two choices here, either 
dodge his fire and pass by him or 
shoot him and fly straight over the 
girder. 

You *toill now have your first 
encounter with one of the many spin¬ 
ning girders that abound in this level. 
The trick to passing these is to hit the 
brakes just as you get by it then pas£ 
through its wake as it turns. Directly 


they turn to face you as they act as a 
shield at other times. To get through 
the network of girders* that follows, 
just keep dodging around as there is 
plenty of room to manoeuvre around 
them. But make surp you watch "out 
for the pylons sliding up from below. 
Don’t 9 iay in one place for too long or 
you will be quickly trapped. Then it’s 
on to face another batch of the spin 
shield ships before you face the Rock 
Crusher. 


Also beware of the" spinning dia¬ 
monds on the surface, if you shoot 
them, they will fly into the air and 
crash back down on you. 

Following on from this you will have 
to face more scout droids apd some 
more of the spinning ice blocks until 
you meet a large crab-type craft. 
Although he looks tough, blast his 
legs to disable him. Straight after, you 
should shoot the centre hanger to 
receive a Twin Blaster bonus. Then 




STAGE 2: 
SECTOR X 


is on to face more hourglass ships 
and one of the cross-shaped ships 
that will reward you with Twin 
Blasters when shot. 

You now face more scaffolding 
work and another Nova Bomb. To get 


Upon entry you will come under fire 
from a group of wedge ships. From 
here you will enter the construction 
site that forms the main part of sector 
X. You can pass straight between the 
centre girders without damage fol¬ 
lowed by a girder with a hopper on it. 


Start by flying through the centre 
gateway to face one of the many 
spinning ice blocks which are best 
avoided. From here it becomes like 
the meteor level from level one with 
you flying between the rocks while 
attempting to shoot out the scout 
droids that appear to get you. As you 
go through the tunnels, turn left when 
you can to collect a Nova Bomb 
guarded by a walker. At the end of 
these tunnels you will reach a block 
suspended between two posts. As 
you are about to touch it fire a shot 
and it will rotate to allow you through. 
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a Nova Bomb at his heart, then move 
left and right while shooting to take 
out the spinning missiles he fires 
from both wings. If you have the fire¬ 
ball weapon, the guardian will 
explode in no time, but pulse lasers 
will need more accurate fire and 
won’t stop the missiles he fires. The 
operative strategy on this level is to 
keep moving or the lasers will home 
in on you. 

STAGE 4: 

SECTOR Y 

This is the strangest of the levels. At 
the start you must shoot any of the 
ships that -come towards you, 
although the squid-type ships can 
only be shot when they turn away 
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attacks of crab ships as you^zoorr* 
across the landscape until you finally 
come up against "the boss of this 
level, the hiding place of Professor 
Hanger. 


Ideally, you should enter this area 
with "full energy weapons to make 
light work of the guardian. After the 
Professor has said “Bye Bye”, you 
enter a long tube surrounded by 
water. Stay in the middle of the 


screen and move left and right while 
shooting to destroy all the flying fish¬ 
es. After a few attack runs, the 
guardian will appear. Immediately fire 


will appear at the end of the level, 
spewing bonuses and power-ups 
before you face the guardian. 


STAGE 5: 

VENOM 

At the start of the level you are 
attacked by a variety of ships as well 
as the strings of missiles emanating 
from the planet’s surface. There are 
also triangular ships that are impervi¬ 
ous to hits at the front but turn and 
shoot occasionally. If you destroy 
these, they explode into loads of frag¬ 
ments which are deadly, so it is best 
to avoid them (although you can 
shoot them if you are desperate). 
More fighters attack immediately 
afterwards, accompanied by missiles. 
Basically in this last ditch attempt to 
stop you, Andross is throwing every¬ 
thing but the kitchen sink at your 
squadron of Arwings. 

Halfway through the level you are 
beset by groups of two minefield 
blocks. Again, these can be shot but 
are easily avoided. There is a replen¬ 
ishment for your energy in the middle 
of the blocks. 

If you see a thin ship you don’t 
recognise, wait until it hovers in the 
middle of the screen and then blast it 
for invincibility. At the end of the level 
you are once again attacked by a 
multitude of missiles and fighters 
before the penultimate battle with the 
huge Metal Smasher. 


Watch out for its spinning arms, it can 
only be damaged by shooting it in the 
arms which will transfer the damage 
to its body, blowing the arms off and 
allowing you to shoot it in the flashing 


4m m 


red part. Nova Bombs are perfect for 
this, keep shooting when the arms 
are down and ignore everything else. 
When you finish it, move quickly to 
the left to avoid the ship as it rattles 
out its death throes. This is one of the 
most difficult guardians because it 
spins at high speed and will hit you 
with the flailing arms. Each arm takes 
almost half energy and so it is impor¬ 
tant to keep dodging with the exterior 
view as soon as the guardian 
appears. Keep ducking and rolling to 
avoid the arms. 
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from you. When you enter the area 
that contains the space amoebas you 
must avoid them as you cannot shoot 
them. If they latch onto your ship you 
must roll your ship to throw them off. 
After the amoeba colony you will 
meet a stingray ship, beware of this 
as it will attempt to ram your ship. 




Never shoot a large Stingray or it will 
continually ram you until the Arwing 
explodes. If you see the yellow small¬ 
er stingrays approaching, shoot them 
once to turn them blue; they will now 
fly off and miss you. If you avoid all 
the massive Stingrays, a large whale 









CATCH TW 

PHOT! 


To defeat this Hell’s Angel, move left 
and right while shooting at the centre. 
Hover bikes will be fired from bofh 


It you destroy cer 

JoV cannot pick-uP 
blue guy- The most 
tnon Place for the 
appear is at the s 
level 1-3. 


This awesome machine takes the 
form of two huge pods that clash 
together to utterly crush you in the 
middle. Take Slippy’s advice and 
shoot at the very centres of one of 
the pods, using Nova Bombs as 
much and as quickly as possible. It is 
better to destroy one pod than try to 
tackle both simultaneously. Switch to 
exterior view tor this guardian and 
when it begins to close on you, wait 
until the last minute before firing the 
retros and braking sharply to avoid 
the two halfs. The guardian will lock 
together and you can continue firing 
at it, but after a few seconds, it will 
begin crushing again. 


sites so avoid or shoot them and then 
fire a Nova Bomb into the small gap 
in the guardian. The bikes will actual¬ 
ly appear from" the hatchway in the 
guardian so you can only hit it if you 
are quick before it closes. The 
moment the guardian closes the 
hatch, it moves forward to crush you, 
so you need to perform a quick 90° 
turn to avoid it. Keep shooting and 
using bombs on the hatch and the 
guardian will eventually explode, but 
it is a long fight. 


STAGE 1: 
CORNERIA 


Corneria for this level is virtually the 
same as the others except that you 
are approaching everything from a 
different angle. When you come to 
the two blue hangers you will find the 
left-hand one contains Twin Blasters 


Directly after this city you will face 
a tunnel of archways that split in two, 
the main approach contains a Nova 
Bomb. The left of the two tunnels 
contains a shield boost and the right 
contains a Nova Bomb. If you slam 


and the right-hand, a Nova Bomb. 
You will also face the same types of 
enemies in the same attack patterns, 
there are just more of them attacking 
more aggressively. When you 
approach the second batch of build¬ 
ings turn on your side and fly 
between the buildings in the centre to 
gain a Nova Bomb. 


As well as the obvious problem, 
the Duo Compactor also launches 
missiles from both pods in addition to 
normal lasers. When it rotates to the 
horizontal, the guardian will fire loads 
of rings at you. Wait until the last 
minute before dodging out of the way 
as they fill the screen. Phew! You’ll 
have to be a real ace to beat this 
tough guy! 


The second incarnation of Andross is 
more powerful with a longer energy 
bar. There are also some protective 
panels guarding the eyes this time. If 


STAGE 6: 

VENOM SURFACE 


The road’s surface is covered with 
enemies just trying to crash into you. 
Crazed enemy bikers will come from 
all over. You just have to use the 
boosters and thrusters to get away; 
firing all the time. Keep an eye on the 
ring lasers that the enemies drop, 
they will fire on you instantly. This 
level is very repetitive but incredibly 
hard and fast. 


you have powered-up lasers you can 
hit the guardian easily but bear in 
mind that all the blocks he fires are 
much faster. As with the first difficulty 
level, fire a Nova Bomb in the centre 
cJf the screen whop Andross is fully 
revealed and follow up with concen¬ 
trated laser fire. 
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addition of a few new adversaries to 
make everything that little bit more 
difficult. The major ship you will come 


on the brakes after leaving either tun¬ 
nel you will get both. 

Just before yoiT reach the main 
boss you will encounter droids carry¬ 
ing the pieces of the boss. These can 
be hit, bufyou must place your shots 
well to get them behind their protec¬ 
tion. The final obstacles are falling 


Norite CHANGtR 


■H 


Romiutf 


up against is a spinning top type craft 
which is very common in this level. 
They can be dispatched with a single 
shot but watch out, they sometimes 
have a nasty habit of bursting into an 
explosion of fireballs. You will also 
find there are a lot more asteroids 
floating around to be shot out or 
avoided. 

On this level, avoid the asteroids 
with faces - they will only kill you. For 


also exclusively 
changing cheat 
continue screen 
see your Arwmg 

in a second con¬ 
es Y and B to 

■e into any that are 
. game. You can 
r out of the image 
and Bight buttons 


blocks hidden by buildings. Stay low 
and use the thrusters to get you out 
of trouble. The boss for this level is 
the main difference as it is not the 
usual battle carrier, but an Attack 
Carrier instead. 


the last section of this stage, keep 
rolling and spinning left and right to 
avoid the asteroids and try to hit all 


The platform approaches from the 
right of your screen. When the 
domes lift and tilt towards you, shoot 
their red centre to destroy them. 
When you’ve destroyed the domes, 
shoot out the power cone when it 
turns to show its red face to you. You 
must destroy the domes first as they 
will renew damaged power cones 
when they drop back down. 


left and right to avoid any missiles or 
webs it throws out. If you get stuck 
by a web, immediately stem on the 
retros and then press the Left and 
Right buttons to roll out of it. Nova 
Bombs are extremely effective but 
only when the top is stationary. 
When all the legs have been 
destroyed, make sure you bank to 
avoid the mid section. 


realise that it is covered in mirrors 
that reflect back your lasers. This 
means that if you go in guns blazing, 
you will be blown to bits by your own 
shots! If you have the powered-up 
fireball weapon, this does not affect 
you. 

Concentrate on the Tegs to destroy 
each one in turn. When the top sec¬ 
tion spins, stop your assault and roll 


the missile fighters lurking among the 
debris. There is an extra life just after 
the large piece of scaffold so collect it 
every time you die at the guardian 
and you will have an infinite number 
of chances to destroy the guardian. 


STAGE 2: 
ASTEROIDS 


Whether you destroy this guardian is 
entirely dependant on whether you 


Once again you will be facing the 
same obstacle^ as before with the 
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SOLUTION 


shoot long streams of fireballs. These 
are very difficult to avoid so keep 
ducking and diving and shoot the 
heads where you can. Five hits to the 
head and they’re history! Near the 
end of the dragons is an extra life, but 
you have to fly right in front of a drag¬ 
on’s mouth to get it. 

As you cross the land again, there 
is another power-up followed by more 
flowers, ground missile sites, large 
flowers, pillars and insects. 

There is a weapon power-up in 
fourth hoop. Watch out particularly for 
ground missile sites behind the 
plants. 


STAGE 3: 


STAGE 4: 

SECTOR Z 

You are attacked by new scout ships 
at the start that take more hits than 
usual. 

This section is just like the space 
junkyard in Sector X on difficulty level 
two. 


The spinning rods with arrows on 
either end can be stopped or rotated 
by hitting the arrows. This means you 
can halt them, giving you the chance 
to slip underneath unscathed. Now it 
gets really crazy! 

The spinning blocks are almost 
invisible, all that is visible are the faint 
outlines. We’ve found that the most 
effective method for avoiding the 


FORTUNA 

Andross has taken ovewthe creatures 
on the planet! 

The first obstacles you will face are 
large pollen-spitting planets and 
other plant life. You cannot shoot any 
of the plants on this first section so 
just spin wildly to avoid everything. 
Try not to let the ground targets 
mount up because more SAM sites 
and guns are being pushed into the 
area all the time. 

When your squadron heads out 
over the ocean, don’t try and dip your 
wings because when you’re travelling 
at 300 mph, water becomes as hard 
as concrete. 


Stay in the middle of the screen 
and keep shooting the fish that leap 
out of the water. Flying fish and 
ducks will now appear so keep shoot¬ 
ing everything on the screen. Sea 
dragons rear their ugly heads and 
there is invincibility between the 
hoops of the second monster. The 
next foes are dragons’ heads that 


The guardian is a huge dragon. You 
have to shoot at the neck and tail to 
defeat it but only when it is facing 
you. Roll left and right to avoid it as it 
swings its tail all around the screen. 
The guardian will now waddle away 
from you swinging its tail. Now move 
to the centre of the screen and when 
it turns to face you, fire a Nova Bomb 
at its two heads when they are down. 
Keep shooting at the heads as it 
approaches, then duck out of the way 
at the last minute and keep firing at 
its back as it retreats. You will notice 
that your hits still take effect. 

If you hit the head enough times, 
the neck becomes shorter. This also 
works with the tail. If both limbs are 
short enough, try blasting the body. If 
it flashes, you can now blast the 
Dragon to pieces. If the tail bulges, it 
means that the Dragon is about to lay 
an egg. This hatches and a baby 
Dragon appears to crash into you. 
Shoot it as quickly as possible. The 
Dragon’s main weapons are its large 
unpredictable body and fireballs from 
each of its two heads. 
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blocks ts to move to the" top right of 
the screen, wait there until danger 
looms, then go down to the bottorfl 
so that the arrows appear on the 
screen urging you back into the play 
area. Finally, move back up to the top 



right, pushing right as you gp so that 
you are right in the corner. Keep 
rolling left and right to get through 
this section safely. This works with all 
the invisible block sections in this 
level. 



There is a gun power-up halfway 
through the blocks. After the first sec¬ 
tion of blocks you will enter a space 
scaffold area with gun turrets posi¬ 
tioned in the middle struts and also 
on either side. If you use the booster 
and fly right down the centre of the 



structure, blasting all the turrets, you 
should escape major injury. The sec¬ 
ond section of rotating shapes is very 
hard so use the method described 
above. You now enter the core which 
has loads of invisible blocks to stop 
you and prang your Arwing against 
the walls. 



Thys guardian looks exactly like the 
one on difficulty level one, part three, 
but it is much harder. Even when a 
weak spot appears on the main 
structure, it will quickly close, so the 
moment you see a gep, fire a Nova* 
Bomb into it. You have to be incredi-. 
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down one side to survive. 


As soon as this impressive guardian 
appears. Stay on the right side of the 
ship, rotated on your side. This is so 
that you avoid the missiles it fires and 
also hit the weak points at the same 


Shoot the main body segment with 
as much firepower as you have and 
all your Nova Bombs. Duck left and 
right to avoid the lasers and fireballs. 
When the energy bar is down to half, 
it will rotate and shoot iron balls at 
you. Move in a circular motion to 
avoid them but don’t get trapped in 
the corner or it’s curtains. 

When the main body splits, it rolls 
balls towards you but they can be 
shot to avoid them. 


bly accurate to make a dent in this the whole nest but a few well placed 
leviathan. If you enter this area with shots in the gun turrets will clear a 
normal blasters, you can forget it bub! path. 


time. Once all the targets have been 
destroyed on that side, move to the 
left side and stay on one side. 

The weak points of this guardian 
are a panel on the left side and two 
on the right. Nova Bombs are essen¬ 
tial for this guardian, you hit it as it 
thunders towards you. When the 
guardian launches smoke at you, fire 
two Nova Bombs in quick succession 
to cause him immense damage. 
Although this guardian is really hard, 
follow these tips and you should suc¬ 
ceed to... 


. 


This guardian uses smoke as a 
defence to confuse and disorientate 
you. Aim for the lower section of the 
guardian as it spins but don’t shoot 
the balls that rotate around the tar- 


The final guardian takes the same 
form as before but this time he has 
twice as much energy as before and 


SECTOR 5 
MACBETH 


STAGE 7 
VENOM 


The penultimate battle takes place on 

the fiery planet of Macbeth. You get. Each of these will reflect your 
begin with a heated battle inside a lasers back to you. The Driller Killer’s 

cave. The dangers here are, of weak points are the tips of its base in 

--—- both of its incarnations. A Nova 

&■- Bomb in the lower section will take 

' * fljBg loads of energy and it is worth noting 

^ ' iMm that you can still hit the guardian 

._even when it is shrouded in smoke. 


There are very few enemies on the 
planet’s surface but there are loads of 
traps to foil you. If you avoid the traps 
in the air you will get a shield. As 
soon as you have it, fly really close to 
the ground to avoid more instruments 
of death. 


spits the blocks from his mouth and 
eyes faster than ever! You will have to 
move and roll all over the screen to 
avoid the multitude of missiles flying 
towards you. As soon as Andross is 
revealed, fire two Nova Bombs at the 
centre of the screen and then pile on 
the pain. You will have to return to the 
face incarnation a couple of times to 
finish him off. 


STAGE 6: 
ABOVE VENOM 


It is essential that you do not use any 
Nova Bombs on anything except the 
guardian. Thousands of fighters 
attack you simultaneously on this 
level. You are introduced to long thin 
fighters on this level that fire oval 
beams when they get near. Give 
these priority, shoot them as soon as 
they come on the screen. 


course, the ground attack units and 
loads of rocks falling from the ceiling 
during the earthquake. Use smart 
bombs liberally in this section as 
there are some areas that necessi¬ 
tate the use of extreme violence. 
Watch out for the volcanoes spewing 
lava and rocks all over the place. You 
can shoot the rocks from the volca¬ 
noes. Enemies that resemble thorns 
will attack in formation now, shoot 
them quickly before they get near, or 
you will have to spin left or right to 
avoid them. 


On the right-hand corner there are 
plenty of square obstacles. These 
appear almost instantaneously so it 
is very hard to dodge Them. The way 
to avoid all these dangers is to stay in 
the top right corner of the screen. 
From this position you can destroy all 
enemies who threaten you. 


‘•v^k ^ There is a large energy ring 

«|j\. halfway through the level, go through 

, * §§ it and you will find two items - a 

. ' • -* Power Shield "and a Twin Blaster. 

- -_— -1- This prepares you for the guardian. 

The second half of the level has a As you near the end of the stage, 

row of guns that are impossible to get watch out for the triangles that launch 

past without some damage. It is up to fireballs. If there are loads of them 

you" to decide'how much they take, together (as B there are here) you will 

We suggest a Nova Bomb to take out be swampe'd by fireballs. Blast all 
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Peter must be wary of the piranha that 
lurk in the water. Stand on tne top ledge 

down and swim towards them while 
swiping with your sword. 


Two pirates will attack from 
here, a gold one from 
above and a blue one from 
below. Don't get caught 
out. 




There are two pirates here and a cook at 
the top of the ramp, this portly fellow takes 
two hits, so don't get hit because you 
thought you had finished him off. 


A bat lies in wait here, you 
must swipe it as you leap 


Kill the pirate on this bridge 
then take a run-up for the 
jump to the other side. 




Sony imagesoft’s greatest Super 


SONY • £44.99 • 


The graphics are incredibly w 
detailed and the colour palette has 
been stretched to the maximum (see 
for yourself). You play Peter Pan, the 
young chap destined to change the face 
of Never Never land by defeating Captain 
Hook. With the help of Tinkerbell; your 
faithful flying faerie, you must conquer 
ten levels of fiendish platform action. 
Will you become completely hooked? 
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Leap over the 
swarm of bees this 
guy squirts, then hit 
him once to set the 
stingers on him. 






Talk about variable weather! Level one 
basks in the glorious sun one minute, 
then deep snow and finally autumn. You 
only get two life hearts to begin with but 
that should be enough to complete level 
one if you learn the attack patterns of 
your enemies. The only dangers on this 
level are some pirates and a load of 
spikes to leap. You will need to master 
flying if you want the 3-up in the snow 
section. 


You can easily end your quest on this level if you get clumsy. 
After level one you are presented with a power sword that 
lets you shoot fireballs at enemies at great distances. 
However, if you get hit just once, it will spin away and you are 
back to the trusty old steel. The real trick with this level is 
learning how to leap from branch to branch while swiping at 
pirates with your sword. Power-ups and energy bonuses are 
scattered all around but you will need to be very nimble to 
get them all. If you fall off a branch near the bottom, you will 
instantly lose a life so always over-compensate and be care¬ 
ful at the end of this level because the jumps are extremely 
treacherous. 
























































If you fancy the gamblers route, 
why not charge up your flying 
power and swoop through this 
spiky cave for a 3-up. 


Wait until this guy has passed 
once before dropping to the ramp 
and swiping him with your sword. 


i pirate to the right, leap over him to the ledge 
legs. Now it's on to the guardian. 


energy. To get the 
below and hit his 


Touch the bees' nests and an angry 
swarm will attack you. Run away quickly 
or jump over the swarm to escape. 


These archers will fire three arrows 
at various heights to hit you. 
Luckily, you can stop them dead 
with your sword. 


?it until the pirate on the ground has moved away 
ore leaping on this (edge. Kill the pirates and hit the 
sfer before it drop back down. Make sure you don't 
through the middle of the tree. 
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The first guardian is easily dealt with. Stand your 
ground as he runs towards you sword drawn. At 
the last second, leap over his head and turn back 
to face him. Hit him once then retreat to the other 
side of the log and repeat the process. The first hit 
will knock away his sword so he must try to get you 
at close range. Don’t get trapped in a corner and 
don’t wait too long to hit him. 


tH 


OnJws 1 ** 1 


Climb to the top of the tree (above) and 
wait in the end of the branch. The 
guardian will settle into the pattern of pop¬ 
ping out of the holes on the left and right. 
Hit him once with your sword each time. 
After each appearance, three acorns fall in 
various places and roll down the branches, 
leap over them and hit the boss again. 
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ocky Mountains 


Use some of your 
flying power to 
get this extra life 
in the sky. Now 
fly to the right 
and clear the cliff 
you end the level. 


Fill up with flying 
power here, so 
that you can fly to 
the higher ledges. 
It is better to clear 
the platforms of 
enemies, rather 
than fly up the left 
side, because you 
can easily be hit 
by missiles. 


There is a power 
sword here. 
Collect it for long 
range fire but 
watch out for 
pirates flying 
down the ramps 


leap over 
these plants 
when the 
blue faerie 
is at the 


To scale this vertical level you have to watch all the ramps above 
as unicycling pirates roll down them frequently. There is no 
guardian on this level; the object is to reach your friends at the 
top. It may seem simple but there are loads of enemies and 
plenty of avalanches to contend with. Don’t forget to get the 


power sword and the extra life. 


This short underground section takes you through the mountain 
ranges of Never Never Land. If you rush through this level then 
you could easily miss the hidden room at the start which not only 
gives you another energy leaf, but also a 3-up which can be 











































The leopards open their mouths and fire gold 
rings. If one hits you, you will instantly be 
turnea to stone. If you are flying at the time, 
you will plummet to your death. Always give 
the leopards plenty of room and fly past them 


These pirates in balloons will 
throws bombs and fire bullets 
at you as you fly by. Either 
swoop below them or wait on 


Use Tinkerbell to f: 
id keep Y pressed 


after they've just fired. 


a ledge until they go away. 




Here's another leaf to 
increase your energy bar 
even further. The only prob¬ 
lem with this method is that 
the game will only allow 
you to have a maximum of 


Don't forget 
this handy 


You have to wait for the screen to 


catch up or the mermaid to push 
you out to reach this health cherrie 
and then on to the guardian. 


If you get greedy, this 1 -up can be picked up but it 
requires spit second timing and is probably more dan¬ 
gerous than it's worth. Even if you survive the spikes, 
you won't miss the snake at the bottom. 


Ha ha! You thought this was just a piece 
of wall, well you were wrong. A power 
sword lies on the other side. Very ; andy! 


Charge up with Tinkerbell and then use 


Watch out for the eel on the platform on 
the left, but pay particular attention to 
the stalactites in this section. They only 
fall when you get near so you have to 
lure them off before you can proceed. 


the magic to reach the exit (above), 
ain. there is no guardian but don't let 
tat fool you, they get a lot worse from 
nowon. 


When you try to hack tb 
watch out for the spikes < 
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To kill the pirate on this hill, either 
leap up and shoot him with the power 
sword. Or keep jumping towards 
him, taking hits and hacking him at 
close range. You can easily lose all 
your lives here if you mistime it. 




This jump is imp< 
use your special 


pirates in I 
will h< 


niTirme power 
7 E1F1459 

Infinite time 

7E1F0003 

Infinite lives 


As Peter slips into the ice region, the 
action really starts to hot up. Mad 
snowball hurling pirates are the main 
problem on this level. Unless you have 
the power sword, these foes are 
impossible to defeat without taking 
energy. Luckily, you have a sword from 
the caves. When you are about to 
make a jump, remember that this level 
is covered in ice. You may end up slid¬ 
ing off the platform into the chasms. 
The guardian takes some getting used 
to but his bark’s stronger than his 
(frost) bite. 


This is another constantly 
scrolling level and you have to 
make full use of the Tinkerbells 
lying around, as well as learning 
how to jump like you have never 
jumped before! There are 1-ups 
lying in many places but it is 
best just to get this infuriating 
level over with as quickly as 
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The vultures are easily dealt 
with, but the leopards are ba 
with a vengeance! if you get 
caught in this area, you will I 
into the spikes. 


Another leaf waits for you here but it is 
placed on a very slippery platform 
When you perform the running jump to 
cross the spikes, prepare for a sharp 
brake to avoid toppling into the abyss. 


There are some tricky icy plat¬ 
forms to leap between to 
reach the guardian here. Take 
big run-ups to clear them. 


Wait for a gap in the pirates here 


Grab tbts 1 -up, but don't 
bmp for it or the pirate 
aoove will drop a snow¬ 
ball on your head. 


so that you can drop down and 
slash at them from behind. Not 
very sporting but we're playing 
for points. 


have suffered at the hands of 


Pirates in balloons drop these 
parachuting bombs on your head as 
you leap from branch to branch. 
Wait until thev come near, then 
swoop underneath them to escape. 


the pirates, float down here for a 
Cherry. 


Now leap clean over the two bombs and 
land on the middle platform. Stand on 
the left edge, turn and leap up at the two 
bombs as they float over. Slash the bal¬ 
loons at the last possible moment to 
send them crashing onto the guardian. 


Hmm, it took us a while to sort this one 
out. Stand on the right side and wait for 
the guardian to let some bombs on bal¬ 
loons float over (above). If you crouch 
down, the bombs will stay lower, giving 
you more chance to jump them. 


You get two balloons at once 
here. This is because, they're 
trying to stop you getting this 
extra life. 








Cartridge supplied by: 

AMS 

Electronic Games 
Tel: (081) 201 0535 
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Leap over and back-slash this 
pirate to get an extra life. The 
only problem is that the flame 
follows you in. 


Charge up on flight energy from 
Tinkerbell to get past any nasty 
drops. There are two massive pits 
edged by spikes later on and 
you would be well advised to 
float down using your special 
powers, rather than dropping out 


Use the short cut here to reach 
the main path. The flame will 
pass through the rock and it will 
never be far behind. If it touches 
you, you will lose life. 


Stand on the second platform 
and slash these spiders before 
they get a chance to bite you. 


Wait until the skeleton at the 
bottom of this platform throws its 
bone, then jump over it and run 
like hell! The second skeleton 
will appear in front of you; jump 
straight over it and drop ott the 


>ns v/HI mes; 


fairly harmless and can be dealt with 


3 nce. If they get close, they will keep 
jumping on you until you lose a life. 
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I know what you’re think- n 

ing, “Blimey, this level’s a \* 'M $ g ft i \ If?* 

bit big innit?” Yep, cer- ;» ^ | > | ^ $m 

shouldn’t have any trou- 8535818^^ 

bie.it you follow our '■mgBtgsgP 

advice. The main thing '*mL * Jim ‘ 
to remember with this 
level is that if you let the 

f'ame out of sigh. the rgimSSmSSSSM^H^ W 
level will be plunged into 

darkness. Consequently, }$& 

“Js Tspites 

until it’s too late. There 

are also many short cuts WmW 

revealed by dotted lines, 

so follow them. 




Stay on the right of the screen to confront 
this skeleton king. Bony will throw his head 
at you; leap over it and then run and jump 
over his body. Now hit him once in the back 
before the head gets back to score a hit. 
Five more hits and the guardian is history 
but don’t let the skeleton trap you in a cor¬ 
ner. It is very hard to leap over him when his 
arms are outstretched. 
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make it through the tortur- 
>ikes, you can Till up your 
power in order to make it 
passage on the left. Can 
efeat the skeleton? 


A much-needed apple is wait¬ 
ing here for you. Use the short 
cut and you can miss all the 
skeletons as well. 


Take this section carefully. The uni¬ 
cyclists are out in force again. 

Tney will go up the ramps but then 
roll oack down. Hit them twice to 
defeat them, but after the first hit; 
they become faster! 


The unicyclists will follow you 
so Don't slide off and then get 
trapped all you will lose all 
your energy in one go! 


Unicyclists appear again here. 
They will try to knock you onto 


the spikes. Drop off the ledge 
and then quickly leap over to 
the platform on the left to the 
guardian. 
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Avoid the bees' nests as before 
and climb up onto this house to 
fight the pirates on the roof. Now 
leap from roof to roof to escape. 


Stay clear of this fire archer on the 
roof. Use the three platforms 
below to get past. 


To get past these pillars, kill both 
pirates on the mast to the left by 
jumping up the mast and slashing 
them in mid air. Leap from plat¬ 
form to platform until you reach 
the last pirate. Stand right on the 
edge of the pillar. Leap right and 
on your way down, slash the 
pirate; then land and get back to 
the left as quickly as possible, 
Repeat once more to get rid of 
him and get to the next area. 


To get past this boomerang throw- 
er, leap over the first boomerang 
he throws, then slash him twice to 
defeat him and get the apple. 

More of Hook's pirate scum hide on 
this roof throwing bombs at you. 
Perform a tumble jump to climb up 
and finish them oft. 
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The last room of the ship is a toughie. 
Jump past the barrels at timed intervals 
and get the flight power from Tinkerbell. 
Now fly up the left-hand side and over 
the spikes to the exit. 


you will bang your head and drop 
onto the spikes. Use a small tap of 
the jump button to get across. 


Somersault off the platform below Waif until this pirate has turned his I 


to reach this one and slash all the 
pirates in sight. Leap over the next 
room where you can get a power 
sword. 


jump of 


Slash the fat cook here and he will roll 
down the ship, knocking all the other 
pirates off the deck. 
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Pirate Town is infested with... 
pirates! Peter will have to be 
incredibly agile with both his 
jumping and flying skills to 
dodge the barrage of arrows 
and bullets. Hook has obviously 
pulled out all the stops to end 
your adventure here. Good 
guys wear green. 




Before you meet Hook himself, you 
have to work your way through the 
ship itself. Wouldn’t it be easier just 
to use a grappling hook SAS-style 
up the back of the ship? Or even 
burn the ship down and wait for old 
Hooky to leap out? Oh well... 
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Take each barrel one at a time 
and jump high enough to 
clear each one. Once you are 
below the pirate, jump up and 
slash him twice then run to the 
left and get the energy leaf. 


If you go through this door and 
then come back, you will always 
start from nere. Kill all the 
pirates immediately or you will 
be cut down by all the bullets 
and bombs. 


You will need to press Y to fly through 
this tight corridor and have enough 
flight power to reach each Tinkerbell.! 
you are going fast, make sure you do 
not crash into the spikes or hit the uni- 
cyclists who roam me area. 


Use the flight power to 


lis is a very tough 


leap up to the platform below the pirate 


_room. Use the night power to get up to the higher plat¬ 
forms but only slash one pirate at a time to avoid getting swamped by bullets. 

There is an extra life at the top and the exit to the top of the ship. 


To get the sword, slash the pirate and then 
wait until he is on the far left before dropping 
down to get it and shooting him immediately. 


jet to one side and 


and slash him. 
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Hook will now attack for the second time 
on dry land. Leap in the air to avoid the 
extendible hook and slash him before it 
retracts. Three more times and the hook 
flies off leaving him with a sword. Hit him 
on the way down as before. If you get 
trapped, stay still until the very last minute 
before leaping over him and getting clear. 


Pay attention, this is a complicated final 
battle. First of all, jump up to Hook on the 
boat and slash him on your way down. If 
he grimaces, you know you have scored a 
hit and three more will send him over the 
edge. All you have to do then is knock his 
arm off before he gets back up. Don’t let 
him get too close on the beam. 
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Every month 
SuperPro has more 
pages of Super NES 
tips than any other 
magazine. 


Get this... 

Every month 
SuperPro will help 
you get more out 
of your Super NES 
than any other 
magazine. 


Isn't it time you plug 
in to SuperPro... 
every month! 



...regularly! 


The latest edition of SuperPro is on newsagents’ shelves now. But it sells out fast, so reserve vour codv immediately. In case of difficulty obtaining a copy phone Paragon Publishing on 0202 299900. 







The Ultimate Games 
Bible For Sega Players! 



The Complete A-Z of Sega 
Games is an essential buyer's 
guide to games. Crammed 
between its covers are reviews 
of virtually every Mega Drive, 
Master System and Game 
Gear title released from the 
inception of each console. But 
it's more than that: 

• Big. Not just larger-than-A4 in size, but 
packed with over 150 information-filled 
reviews squeezed into more than 220 
pages. 

• Collectable. Perfect bound, glossy, full 
colour, fact-packed - all the ingredients 
necessary to ensure it's referred to again 
and again. 

• Authoritative. Every game review occupies 
at least a page, so you know exactly what 
the game is about, how it plays and what 
it looks like. 


The essential 
guide to all Sega 
games is out now! 
With over 220 
pages, 150 
reviews and 5,000 
screen shots, it's 
the most compre¬ 
hensive read 
you'll find! 

i~A-Z of Games Order Form 

i 

I Please rush me a copy of The Complete A-Z Of Sega Games at £3.95 plus £1 
| p+p to the following address: 

* Name.Signature. 

■ Address. 

I Postcode.Phone n 9 .. 

- Method of payment please indicate your choice 

j □ CHEQUE / POSTAL ORDER 
a Please make payable to Paragon Publishing Ltd 

I □ CREDIT CARD Expiry date / / 

i Card number_/ /__ /_ 

| Please return this coupon or a photocopy of it (together with your cheque / PO 

■ if applicable made payable to Paragon Publishing Ltd) in an envelope to the 

■ following address: A-Z Offer, Paragon Publishing Ltd, FREEPOST (BH 1255), 
| BOURNEMOUTH, BH1 1BR. It won't cost you a penny in stamps if posted in the 
I UK. Alternatively, call our credit card hotline on 0202 299900 or fax us with your 
! details on 0202 299955. 














Ripley begins the game 
in the small room in the 
top left corner of the 
map. Right next to you 
is a cattle prod for limit¬ 
ed protection. At first, 
the aliens are rare. The 
only xenomorph pres¬ 
ence is the occasional 
glimpse of a face hug¬ 
ger scuttling down an 
air duct. The first thing 
to do is get the key 
cards, these allow you 
to open many previous¬ 
ly locked doors includ¬ 
ing the one (below) with 
a map inside. Map one 
has two air duct 
entrances which lead to 
maps two and three 
and it is a good idea to 
explore all the areas for 
useful objects. 


sea*] 


If you enter this air duct from the left, push down as you get sucked in 
by the fans and then go back up past the second one. There are two 
health boxes if you are injured, but you have to watch the direction of 
the fans before you try to reach them. Look out for alien slime! 


In space... no-one can hear your Game 
Boy! Alien 3 sets the standard for all 
other hand-held games to follow. 
Eerie graphics, claustrophobic sound 
and intensely involved gameplay make 
this a superb, atmospheric film licence. 
You play Ellen Ripley, stranded on a 
desolate prison planet with a deadly 
alien organism. The object of this over¬ 
head maze game is to locate all the 
objects, flame all the eggs, shoot the 
aliens and finally trap the queen in the 
furnace and destroy her. Super XS 
braved the acid for the full solution. 
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This layout is more complicated. To get through from the left you need to 
press all the buttons in sequence. The middle section has three buttons. 
Press the bottom one first, then the one on the left to switch off both the 
fan to the left and the one at the top. There is also some fuel to collect for 
when you pick up the flame-thrower. Stay frosty! 


You don’t really need to worry about the 
nests until you have the flame-thrower 
because the eggs are impervious to all 
other kinds of weapon. Each nest has 
loads of face huggers creeping around 
from the hatched pods. It can be a very 
dangerous place unless you have serious 
fire power like the smart gun. You need to 
clean out every nest to reveal the queen. 


Use key card two 
(found on map 
two) to open ihese 
two doors. Card 
one opens the door 
at the bottom. 


This fan will be rotating clockwise; press 
the button at the top to stop it dead. The 
switches in the air ducts can either stop 
or change the rotation in different direc¬ 
tions. This will enable Ripley to either be 
pushed or sucked by the fans to your 
advantage. Switches near fans do not 
necessarily affect them. 
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As the alien population 
you will have to blast 
more face hugge^ s 
alien warriors. »'ne y 

growth is to Kill the egg 
possible or you will be. 


Route in. 
Route out. 
Buttons to be 
Buttons to be 


pressed on way in. 
pressed on way out. 


The second map may seem like a dead end but there are 
some vital areas to explore. You may also begin to notice 
more aliens creeping about so you better get the pistol as 
soon as possible. First of all, you need to get the second key 
card from the stores room, then equip our heroine with the 
gun and ammo. The blow torch must be acquired to open the 
sealed door but inside is the very important flame-thrower. 






In order to break through 
this door, you have to get 
the blow torch from the 
garbage dump on level 
three. 






I* HI .* if 


MU'fr'MflF 


'(VMffMI IT 








Super MAY/JUNE 1993 


ALIEN 3 is a tiademaffc ot Twentieth Centui> Fox '9:'C 


fa 

—J£ 

:• .'.‘4 



ft 

m 

- . •• 

m 

m 

ins 

\M 

pn 

m 

m 

ill 

1 

in 

mmw 

f* 

fii 

1 

I 































ALIEN 3 ' is 


JECTS 


The objects below are 
marked on all the maps in 
circles for quick 
reference. To pick up an 
object, stand near it and 
then go to this screen. 


KEY 
CARD 2 


AMMO 


BISHOP 

HEAD 


KEY 
CARD 3 


MAP 


BLOW 

TORCH 


MEDICAL 

KIT 


FUEL 


TOOL 


=r*il KEY 
Z=<\ CARD 1 


5*1 kit 


WEAPONS 


CATTLE 

PROD 


PISTOL 


SMART 

GUN 


FLAME¬ 

THROWER 


•I# 
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The warrior aliens are a lot tougher than face 
luqqers and require at least five pistol nits but 
only one smart gun bullet. If you are going to 
start wiping out the alien population, we rec¬ 
ommend the smart gun; accept no substitute! 

1 

Cartridge supplied by 

Console Plus 
i Tel (0532) 500445 j 
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Infinite energy 
w Infinite lives 
: infinite ammo 


“They’re cornin’ outta the walls!” The third nest is really bad news. Face huggers leap 
from all sides and those eggs are just spawning more and more aliens. You should have 
the flame-thrower if you want to stay alive and you can only get past the egg that blocks 
the doorway if you have heavy weaponry. Ripley’s reward for all this hard work is the 
third key card used to get to map four, and a health pack which you will need. Super XS 
recommends you wipe out each nest in turn; making sure you kill every hugger until they 
don’t come back. Now you have to kill all the aliens on the levels and it’s queen time! 


BoyhottlneoMOTffilT^ 


Phone the 


--4* V"'- 
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This is without doubt the 
toughest air duct to negoti¬ 
ate due to the number of 
fans and because not all 
the buttons are close to 
the fans they alter. Luckily 
you have the Super XS 
maps to follow. The route 
shown is the most direct 
we could find but it is not 
the only way through the 
maze. To get past some of 
the fans you will have to 
be sucked towards them, 
then push into a doorway 
at the last minute. Where 
are the aliens? 


lonq tunnel and a vat of melted 
metal at the bottom. This is where 
the queen must be lured in the final | 
confrontation. The toolkit is also 
found on this level and must be 
%. used in conjunction with Bishops 
_A head The most important object jj 
MB. on this level is the smart gun, 
■1 but you will have to brave the i 
Hi acid-spitting, throat grasping j 
■I face huggers in nest four to 
Hget it. This powerful weapon 
H kills all known aliens... dead! 
H Once you have dismembered 
Hall the aliens on maps one to 
H three (plus all the eggs and 
Hface huggers), the queen will 
I appear on this level in all her 
I glory. You will recognise her 
■ instantly because she is flip- 
H pin’ massive and impervious 
H to all weapons. 


Hey, hey, hey 

sought-after sn 
knock out anv a 
up all the aliens 


lartn mes J' n 9 with the 
^, art 9un. Each bullet fir 

aUhTT We ' ve found 
the end to lure the on* 


s nest contains the 
nse weapon will i n < 
most effective for cl< 


To get past this fan, you have to be 
sucked towards it while pushing 
up. Instead of being diced, you 
will make it through tne doorway. 
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■e completion of Alien 3 . Fir< 
thrower and smart gun (1 

ie furnar W a instantl V kill t 
e furna ce. Activate the ois 
queen into the bottom hall 
~-nthe^ 
left corner and the oupc 
I failing. Now watch as^he 
/, get to the EEV and use f 
u will agree, it was one hell 


It may seem like an anti-climax to have battled all through 
the biggest maze in the whole game just to find one room 
with very little in it, but nest five is crucial. Crucial 
because you must destroy all the eggs or the queen stays 
hidden. You also get your ammo stocked up. 
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Push right to get onto the first rope safely. 
If you jump, you will hit your head and 
drop off the rope. Remember, you can 
always climb to the top of the cable and 
wait, if the timing is all wrong. 


Press up to grab hold of W w Leap out from the ladder, turn back and shoot into the 


Walk right to land on the first rope and then 
wait until the next hook is low down and 
leap across to reach the last wooden pole. 
There are sharks in the water below. 


these poles and climb 
across. Throughout the 
game you will find many 
wires, ropes and poles to 
scramble along; not all of 
them are immediately 
obvious. 


cranes to take out the goons with boat hooks here. Be 
sure to hit them in the middle or you will miss. 


One has a boat hook and 
walks around the platform 
and the other stands on the 
right side shooting his pistol. 
Be sure to take out botn.The 
exit is underwater through 
the wooden tube. 


Miss the ropes here and you will plunge 
down the ship's funnel to the levels below. 
This is incredibly infuriating as you may 
lose that much-needed continue. 


This is the exit; watch out 
for the exploding boiler just 
to the right and don't get 
caught out by the falling life 
preservers to the left. 


Use the dinghys to bounce 
up to higher platforms. This 
one leads to the secret 
bonus rooms (right) but 
many help you to get out of 
this section. Keep pressing 
jump and up to gain height. 


1 Use these rails to climb over the 
boilers. If you drop down, they wil 
explode and take loads of energy. 
You may need to leap to get over 
the last boiler as some are placed 
inconveniently. 


These loud hailers shoot steam 
every few seconds. Time your 
attempts carefully or you will 


Use this dinghy to bounce up over 
the platforms. If you try to run 
underneath, you will be hit by life 
preservers and drop back down to 
the start. 


Instead of making the game of the film, 
Ocean have taken the entire Lethal 
Weapon trio and produced this stunning 
platform game based loosely on all 
three. Take part in missions such as 
defusing bombs, rescuing Leo Getz 
and generally saving the whole A 
city from mass destruction 
(while causing some of your TV/ 
own). You must complete fourC/ ' 
massive levels set in the sewers, 
docks, warehouse and shopping centre 
to enter the final and most challenging 
level set in the police stores. You can 
see from the exhaustive Super XS solu¬ 
tion just how big this game is and how 
long it takes to complete. Can you sur¬ 
vive without Super XS? 


be pushed of 


Riggs and Murtaugh must infiltrate the city docks and uncover a ring of 
smugglers who are bringing in illegal substances. The first section is set 
amongst perilously high cranes crawling with henchmen. The worst obsta¬ 
cle you will have to overcome are the greased winches that have to be 
climbed to reach the next level. It is a long way down. 
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You enter this ship map after the first docks level. The idea here is 
to leap from the convenient platforms on the side and scale the 
hull in search of a way in. Hit men, chefs dumping food scraps, 
possessed life rings and bomb-throwing enemies threaten to drop 
you in the drink to the waiting sharks. 


Hit men wait for you on many of 
these platforms. As you leap down, 
shoot at the same time to take them 
out. You may have to get wet once 
k to clear the way. 


Chefs will drop food from the 
doors here. If you get hit by 
the garbage you will not only 
lose a bulletproof jacket, but 
may also fall off into the water., 



Bomb-throwers will lob explosives 
in various directions every three 
seconds. If you leap at the last 
minute they will usually aim too 
high or low and miss 


* These life boats go up and down 
constantly. You must jump on them 
when they are low down or you will 
fall into the water and have to swim 
back to a boat and climb back on. 


Life rings will stay in the boat until 
the last minute before bouncing 
down and hitting you. Stay still as 
they drop and determine where 


This is the exit area. On the last life boat, wait until 
it is right at the bottom before jumping, or you will 
bang your head and fall into the water. You will 
have a long way to swim back! Leap from this port 
hole to theladaer which is iust barely visible. Wait 




© 00308 ° 


ground and ^ en , 

! The bad guys always los 


One false step and 
you fall all the way 
back to the ground 


bonus room has a time 
bonus and gun clips 
for you to grab. If you 
fall down, there are 
two hatchet-wielding 
thugs to fight. 


be used 


get 


must 


□cross 


ropes 


If you fall through this funnel you will drop three floors 
to the start. You can just stand on the edge but the 


radars will sap your 


inese spinning raaars win 5 
eneray on eacn pass so lea 
small platforms above each 
clear the danger. The same 


the 


one 


goes 


the left 


the 


one 


If you stand on these platforms, the 
enemies will be able to hit you but 
you cannot hide. Walk over the 
edge to get down to their level. 


The only problem 
with this bonus room 
is the extra bullet¬ 
proof vest on the left. 
To get it you have to 
leap before the edge 
or you will hit your 
head on the hull 
above. 
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These crocodiles are mean 
mothers! If you stand on the 
rafts, they will snap up and hit 
you. The best method is to stay 
on the chains. 


If you survive the mutated sewer reptiles 
(look at the size of that thing!) you will be 
hit by enemies from both sides here. 


There are two gun clips waiting here 
if you are low on ammo. 


Use the raft to reach the first 
chain and then climb to the very 
top before leaping to the next 
one. Wait on the second to last 
chain for the rock to shoot past, 
then jump down to the platform 
and shoot the guard. 


Oh no! The crocodiles 
have taken over the sewer 
and eaten all the Teenage 
Mutant Ninja Turtles. Who 
can save us? 


Spikes shoot out from some of 
these platforms. Wait on any areas 
that had guards or bonuses, as 
these will never have spikes. Leap 
onto the platforms as soon as the 
spikes have disappeared. 


Miss this chain and you will fall 
right to the bottom of the sewer. 
Even if vou can leap across to the 
far platform, you may have mis¬ 
timed it and find yourself landing 
on some spikes. 


for you on these platforms, fall 
down the right side and press 
down as you land. This will 
mean you lose no energy and 
can easily walk to the exit. 


Use this map to see where al the spikes 
are Pay careful attention to this area 
near the exit door as these spikes can¬ 
not be jumped. You have to wait tor 
i them to retract. _ 


Room 


start the mission 


character 


»t| |t; 


The following levels are all interconnected sewers and full of 
gun-toting thugs, crocodiles and deadly spikes. If you can 
make the jumps, avoid the spikes and enemies, then you enter 
the subway system where all the bombs are housed. Here you 
must press switches to escape and finally take on the arab! 




The main problem with this level 
is negotiating the many chains 
and rocks that lead to the exit. If 
you survive the first half you still 
have to perform miracle jumps 
over spikes and avoid even more 
crocodiles in the sewage. This 
can be one of the most frustrat¬ 
ing levels to complete. 


As you can see from the map, the 
spikes are back! You must leap from 
chain to chain on this level to reach 
the exit. The main problem is that if 
you miss just one, you will fall hun¬ 
dreds of feet to the sewage below. 


The last section of sewer 
leads to the underground 
train system. The spikes 
appear once again but 
this time they are on 
nearly every platform. It 
is definitely a question of 
look before you leap. 
We’ve found that if a plat¬ 
form has an enemy or 
item on it, it rarely has 
Qnikes so use that safe 
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This is the first switch to be 
turned off. Just leap up to it 
and it will change from "on" to 
"off 7 indicating that you have 
started the sequence. There is 
also a gun clip here. 


Never drop down this pipe as it is full of jagged' 
edges that kill you instantly. Always leap over it 
and drop down the next one. 


Get the switch here and then 
climb back up the ladder 
and go right. The door that 
blocked your path will now 
have disappeared (if you've 
got the other two switches) 
and you can access the next 


You have to enter this pool to battle with the 
crocodile to get to the switch on the bottom. 
Make sure you don't touch the spikes on the 
bottom or you will die instantly. 


Leap up immediately to shoot 
these two arab terrorists 
before they get a shot off. 


is a time bonus here, 


on seconds, take the time to get it Gun-toting 
arabs wait on the platforms above. 


Step on this lift and it will go down the 
bottom of the shaft and then straight 
back up again. If you do not get off at 


Get these three 
switches and the one 
to the far left and you 
will be able to reach 
the next level through 
the top passage. 


Terrorists lie in wait 
here. They will shoot 
diagonally down so 
either run past to the exit 
(above) or run up the 
pipes to finish them off 
Die Hard style. 


There is another time 
bonus here. A sure sign 
that there will be plenty 
of leg-work to be done 
soon. The platform 
areas are very long and 
take around two minutes 
to complete, so make 
sure you have at least 
that much left on the 


You have to swim through this septic 
tank to reach the final switch which 
opens the door (above). 


Bonuses are often found on the outer edges of 
the platforms if you have time to spare. Our 
advice is to ignore them all and get to the end 


of the level as quickly as possible. 


Level 2-5 


To get through the fol¬ 
lowing levels you must 
press the right switches 
in the right order and 
open the flood gates. 
There are more 
crocodiles trapped in 
septic tanks, who are, 
not surprisingly, very 
angry and vicious. 


Finally you are nearing your goal. This last section of the sewer 
pipes leads to the underground rail system. The mad arab has set 
explosives all over the place but this time all you have to do is press 
the right switch to open certain doors. 


Level 2-7 



These are the underground train platforms. There are 
quite of few of them and they are all featureless. 
Occasionally there are bonuses on either side, but it is 
time-consuming to get them all. Just run from each 
platform and go down the exits marked with an arrow. 



MAY/JUNE 1993 SuperS 


LETHAL WEAPON™ is a trademark of Warner Bros., a Time-Warner Entertainments company, © 1992 


127 




























Look for the exit with arrows pointing 
down for the next level. Grab any bonus¬ 
es in sight but don't go out of your way. , 


Spare gun clips litter the platform, if 
you want extra ammo for the frenzied 
tube train section then load up 












mad arab is incredibly 
V to defeat. Like all the 
rdians in Lethal 
apon, all you have to do 
qet at the end of the 
ien and keep blasting 
ay until the energy bans 
^ i pan over him if he 




fB«****' 


Riggs and Murtaugh must 
find the explosives planted by 
terrorists in the shopping 
mall. First of all you have to 
get through the two sections 
of car park. The main dan 
gers here are terrorists with 
flame-throwers and annoying 
suction tubes that send you 
back to the start levels. 


Use these concealed tubes to 
climb over the suction tubes 
below. For the ones on the 
floor, leap over them, but 
watch out for the enemy on 
the other side. 


Don't forget this bullet¬ 
proof jacket to replenish 
your flagging energy. 


i Blast all the goons on the platforms and get 
the spare bulletproof jacket and gun clips. 
Terrorists with flame-tnrowers will wait on 1 
upper platforms to push you off. 


These tubes will suck you down from ( 
this level and drop you on the one 
the below. This is incredibly annoying so 

you had better use the bars to get past. 


Press up or down to go through the doors at { 


After you have completed this level, there is 
one more car park before the shopping mall. 
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As you run through this compar¬ 
atively simple level, don't forget 
to get this extra bulletproof jack¬ 
et to boost your energy. 


Watch this sucker! This tube takes 
you all the way back to the very 
top of the structure and you will 


have to do it all again! 


This guy with the flame-thrower will 
first of all shoot the flames, then move 
the flames all around him. Don't get 
caught underneath or you will be fried! 


'Leap up onto these moving platforms and fire left 
ana right rapidly to take out the enemy on either 
side. The many protagonists in this section are 
guys with bazookas and shotguns. 


Two terrorists wait at the top of 
every escalator, so leap up 
from the steps and blast the 
weakest one first. 


To get the enemy on the 
escalators here, run 
under their bullets and 
then leap up the steps 
while shooting to take 
them out. Try not to get 
hit by stray bullets from 
enemies off the screen. 


Leap up on these "Speak your Weight" 
machines to get the snipers lurking in 
the girders. 




walkway and shoot 
the enemy twice to 
kill him off, then 

P ress to the next 


Touch this switch to open 
the striped blast door (bot- 
tomright). You must also 
get the switch on the top 
floor for this to happen. 


Kill all the Uzi-wielding terrorists 
(right) in this section and when 
both the switches have been acti¬ 
vated, you can go through this 

blast door to the TNT beyond. 


The second car park level needs to be taken in reverse order (from top 
to bottom) but the suction tubes and flame-thrower enemies are still all 
over the place. With experience you will fly through these levels with¬ 
out injury. Level three is the simplest mission to complete. 


The object of the 
exterior of the 
shopping mall is to 
simply kill all the 
terrorists that are 
guarding the esca¬ 
lators and doors. 
You come up 
against all sorts of 
bad guys here 
including men with 
shotguns, Ml 6s 
and even some 
with two Uzi 9mms! 


The inside of the 
shopping mall is 
teeming with ter¬ 
rorists guarding 
the all-important 
TNT. In order to 
reach and disarm 
the explosives you 
must touch the two 
switches located 


Once you have the blast 
doors open, run through 
the basement and shoot 
all the guards around the 
explosives before leaping 
on them to complete the 
mission. Simple, eh? 
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in this warehouse building by an evil 
ventilation tubes. Surely the ultimate challenge. 






I These platforms constantly move up and down so 
time your leaps carefully. Armed guards wait in all 



Sections of floor fall away occa¬ 
sionally. If you step on a piece of 
floor that trembles, you can bet 
that it is about to collapse. Leap 
off immediately. 


This is the exit to the level. If you 
try to reach it from the right you 
will have to deal with even more 
collapsing floors but you get 
0 some gun clips into trie bargain. 


Now the levels start to get really big! Level four is 
absolutely massive so you will definitely need all 
the supplies you can get. Luckily, this is a ware¬ 
house with careless cleaners judging by the 
amount of guns and ammo lying around. Use the 
lifts to get to the higher levels. 


Level 4-2 



If you blast the guards on these vents, 
you can collect all the bonuses including 
a time bonus and more gun clips. Like 
the movies, you are never short of 
ammo in this game. 


Collapsing floors play a crucial role here. If you 
lose your footing you are instantly dead If the 
floor moves, don't run past it or you will gel 

before°,t is toolaTr '" eS - A ' WayS ' 6ap t0 safet y 


Watch out for the collapsing floors here, 
oometimes, if the floor is gone, you cannot 
reach certain sections, so run through these 
areas as fast as you can. 


Hey hey, we're the Monkees!" 

Run to the left here and grab a 
time bonus. Due to level Tour being 
so big, every second counts. 


flump onto this ledge, then leap up 
as the platform comes down to get 
to the next level. To reach the other 
side you will have to perform some 
nitty jumping. 


Another time bonus awaits you here. { 
These first few levels of mission four are 
just to get you tooled up with plenty of 
supplies. The real work begins later... 
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and bonuses. If you 
turn and shoot you. 


Blast the hoods here for more gun dipt 


i, the programmers ot me 
jqht you would forget this 
e bonus, but no! SUPER XS 


This is the first of the verti¬ 
cal levels where the object 
is to scale to the exit by 
using ropes and cables 
and moving platforms. The 
main drawback in this sce¬ 
nario is that if you fall, you 
usually fall hard. Press 
down to stop you losing 
energy from big falls. 


You’re nearly at the 
infuriating vertical lev¬ 
els. Only go to the cor¬ 
ridors to the left if you 
need energy or time 
as these are supply 
conduits. It is probably 
best just to run to the 
I top right for the exit. 


meres nothing more frustrat¬ 
ing than getting right to the top 
of this level, and then falling all 
the way back to the start with 
just ten seconds left on the 
clock. 


Level 4-6 


rocket 


with 


here 


Waiting for y< 
Iminrher. Ask 


Jh 


blast yo 


will kin 


ely 


him 


hat 


launcher. / , 

ithereens at the drop ot c 


Ha ha 
ame thou 


Take a little diversion 
here to get this bullet¬ 
proof jacket as you will 
probably need it. 


Two more time bonuses for the 
poh Due to the frustrating nature 
of these levels, you will no doubt 
fall down to the bottom again 
and again trying to get to the top 
so time is or the essence 


This guy will blast you 
when you try to get on 
the two moving plat¬ 
forms to the left. Shoot 
him from below as you 
leap up. 


Keep shooting all the 
bad guys on plat¬ 
forms above and you 
will reach this bullet¬ 


proof jacket just 
before the exit. 


The metal cables must be 
climbed along to reach the 
higher platforms but you 
must leap or avoid the elec¬ 
tric platforms that patrol 
them. One touch means 
instant death. If you are on 
a cable, you can easily 
clear any danger by jump¬ 
ing high enough. 


Leap up to these cables and press 
up to grab hold of them. Leap over 
the electric platforms as they < 
near ana use your increail 
jumping power to reach more plat¬ 
forms. Remember, you are up 
against some tough time limits. 


4-7 



* 

If you can manage 
to make it this far 
(and it is a tough 
struggle) there are 
plenty of time 
bonuses to grab. 



^platform moves much 
slower than the others but 
you must wait on it to get to 
..to one on the right You 

to reach it because 
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will be rewarded with a time 
bonus and, of course, another 
green switch is found. 


After the interior of the warehouse, our cop double act must find Leo as 
quickly as possible. The short cut, it seems, is through the air vents but 
nobody mentioned anything about slicin’ dicin’ fans or retractable lad¬ 
ders. You will need all your wits about you to complete these last levels. 


Level 


As soon as you enter this 
level, flick the green switch to 
your left. Now find the others 
and you will open the exit. 



sl4 -10 is without doubt me 
; & disheartened it *°"deal ot Iterated 
tans which such you .n and reH J plattom , s which 

that's another story.. 




Te redlwitch and then ride the tan's air c 
to reach the ladders that have appeared. 


jump across, push 
the fan's air currents 





Level 4-11 


These high voltage electric floor tiles are deadly. They 
become active every five seconds so time your jumps and 
make sure you are clear before things get too hot. 


The main dangers here are the high voltage 
floor tiles (shocking!) and the fans which have 
to be hit just right so that you are catapulted 
onto convenient ledges. You still have to find 
the green switches to escape the level. 


If you make it to the top of this 
area, shoot the guard on the 
naht first (he is the weakest) 
and then leap onto the ledge 
before blasting the other one. 
Hit the switch to open the exit. 


Leap on these fans only when you 
see the bubbles of air rising. Avoid 
the electric tiles on the otner side 


^ k ,as t the guards quickly c 
they will push you onto them 


Leap onto these fans when you see the air risint 

adivntTtTu rd S j' ch 0n *• wa X U P- will 
activate the ledges and you can jump onto the yel¬ 
low platform to reach the green switch. 
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blasting this 

Stand to the <ar left and keep bar 

ggfS, «efS » * «rs 

to escape on. —— 


Cartridge supplied by: 

Video Game Centre 
Tel: (0202) 527314 



GAME NAME: Lethal Weapon 

TIME TO COMPLETE: 2 days 
HIGHEST SCORE: n/a 
NUMBER OF LEVELS: 5 
CHALLENGE RATING: medium 
If you think you can beat the pros at Super XS on 
any of the games covered in this issue why not 
send in your high score, together with proof to 
Super XS High Scores. The address is at the 
front of the mag. 




This jump is very hard to make. Get to the left side of the platform 
and then run across it and jump at the last second. If you leap 
when tko nlntfnrnrK nrp rlnsfist tonether. vou wi iust make it. 



This level is incredibly hard due to the jumps required in the 
moving platforms section. The police stores are teeming with 
well armed guards so shoot everything that moves. 


doorways to get to the exl'^andThe a ^ h° U rL J nning throu 9h vai 
through a door and appS^ ,h e nfth of'T, ‘ iS a " 1°° eas V f 
careful and shoo. loadsofbullets A%am lSf tream ° f bu,lets * 


I If you leap on the platform to the left, 
you will be continually shot by the 
sniper here and any that are on sur¬ 
rounding platforms. 


Masked Uzi gunmen are waiting on 
every corner here. Duck on the plat¬ 
forms to avoid them, then leap down 

and pump them full of lead. A 


Guardian St*? 


The last guardians are two 
twins with machine guns. As 
with all the other guardians in 
this game, stand in the mid¬ 
dle and concentrate fire 
on one of them to defeat 
. him. Once one is dead, 
the other is simple to kill. 
They both take about 30 
v ^ j shots to kill so keep blast- 
' ring and using the cabinets 
to get clear if they are too 
close. Touch the bad guy 
in the top right to complete 
the game. 




fii£| fH 
Hlf 
_ 




Blasf these guys with flame-throwers to en 
these offices and then run through to the r 
forms beyond. You won't have much time^ 


Due to the irregular movement of 
these platforms, it is easy to miss 
them entirely. Be careful not to 
bang your head on the roof as you 
jump or you may fall short. 
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ALIEN VS PREDATOR.CALL 

AM . GLADIATORS.CALL 

ALIEN III.CALL 

ANOTHER WORLD.CALL 

ARCUS ODYSSEY.CALL 

AQUATIC GAMES .CALL 

BARTS NIGHTMARE.£41.99 

BATMAN RETURNS.CALL 

BATTLE GRAND PRIX.CALL 

BATTLETOADS.£45.99 

BEST OF THE BEST.£41.99 

BLUES BROS.CALL 

BUBSY.CALL 

B.O.B.CALL 

CAPCOM M.V.P.CALL 

CAVEMAN NINJA.£43.99 

CHESSMASTER.CALL 

CLAY MATES.CALL 

COOL WORLD.£42.99 

CRASH DUMMIES.CALL 

CYBERNATOR.£43.99 

DAFFY DUCK DODGERS.CALL 

DESERT STRIKE.£42.99 

DUNGEON MASTER.CALL 

EVO.CALL 

FATAL FURY.CALL 

FI 5 STRIKE EAGLE.£47.99 

GODS.£36.99 

HIT THE ICE.CALL 

HUMANS.CALL 

HUNT FOR RED OCTOBER.£37.99 

HYPER VS BALL.CALL 

INIDO WAY OF NINJA.CALL 

KING ARTHUR.CALL 

LETHAL WEAPON.£39.99 

LEMMINGS.£42.99 

LOST VIKINGS.£44.99 

MADDEN 93.£46.99 

MAGIC SWORD.£46.99 

MICKEYS QUEST.£47.99 

MARIO IS MISSING.CALL 


MARIO KART.£38.99 

MARIO PAINT.£55.99 

MECHWARRIOR.£59.99 

NBA ALL STARS.£42.99 

NHLPA HOCKEY.£45.99 

OUTLANDER MAD MAX.CALL 

PGA GOLF.£49.99 

PRINCE OF PERSIA.£43.99 

PUGSLEYS.£47.99 

ROAD RUNNER.£41.99 

SIM EARTH.£44.99 

SPIDERMAN.£39.99 

STREETFIGHTER II.£49.99 

SOCCER CHAMP.£39.99 

SONIC BLASTMAN.£44.99 

SUPER STARWARS.£59.99 

STARFOX.£64.99 

SUPER TENNIS.£37.99 

SUPER BLACK BASS.CALL 

SUPER NBA(TECHMO).£46.99 

SUPER TROLLAND.CALL 

T2 JUDGEMENT DAY.CALL 

T2 .CALL 

TINY TOONS.£49.99 

LOST VIKINGS.CALL 

TRODDLERS.CALL 

ULTIMA.CALL 

ULTIMATE FIGHTER.CALL 

UCHARTERED WATERS.CALL 

WWF2.CALL 

BRAWL BROS.CALL 

UTOPIA.CALL 

DOOMSDAY WARRIOR.CALL 

SUPER BATTLETANK.£41.99 

SUPER PANG.CALL 

TOM & JERRY.£44.99 

FIRST SAMURAI.£42.99 

EXHAUST HEAT II.57.99 

F-ZERO.CALL 


NINTENDO,SEGA, ATARI, AMIGA, STARFOX,IBM+ LYNX 
ARE REGISTERED TRADE MARKS OF THEIR RESPECTIVE 
COMPANIES. WE ARE NOT RELATED TO ORENDORSED BY THEM. 



1 MONTONMILL GARDENS MONTON 
ECCLES MANCHESTER 
M30 8BQ 
(061) 707 7230 
50 PER GAME P+P 
SSRECORDED DELIVERY 
ORDERS OVER £60 FREE DELIVERY 
CALL 


COOL WORLD 

DARK WING DUCK. 

EMPIRE STRIKES BACK. 


PINNOCHIO. 
STAR WARS 


HUMANS.. 


PRO TENNIS- 


CRASH DUMMIES TAILSPIN 

METAL MASTERS TINY TOONS 



QJ PROPAD.£14.99 

ACTION REPLAY.£38.99 

CONVERTER...£11.99 

TRAILBLAZER.£25.99 

QUEST.........£14.99 


ALL US PRICES GO 
DOWN AS WELL AS UP 
PLEASE CALL!! 
CALL 10 AM-10PM 
MON-SAT & 

1QAM- 2PM SUN 



OPEN 7 
DAYS! 

FREEPOST FACILITY 



ASK FOR DETAILS OF OUR SPECIAL RESERVATION SCHEME FURTHER 
GAMES DISCOUNTS CONSOLES AT TRADE PRICESfPLUS SMALL HANDLING 
CHARGE.)ALL PERIPHERALS AT COST PRICEMONTHLY GAME DRAWS 
ADVANCE ORDER SCHEME FOR HOTTEST NEW RELEASESITOP PRICES 
PAID FOR USED CARTS. 


STARFOX £64.99 CYBERNATOR £43.99 SUPER NBA £46.99 



CHEATS, TIPS, 


GAME SOIUTIONS 

CHEATS GALORE 

0891 101234 

CONSOLE HOTLINE 

0891 445990 

CONSOLE CHEATS AND TIPS 

0891 445991 

NINTENDO CHEATS & TIPS 

0891 445913 

SUPER MARIO WORLD 

0891 445924 

STREETFIGHTER 2 

0891 445927 

DESERT STRIKE 

0891 445953 


FOR FULL INFORMATION ON ALL OUR OTHER HELPLINES RING: 
★ AIL SERVICES UPDATED WEEKLY* 


GUIDING LIGHT COMPUTER SERVICES LTD,P.O. BOX 17,ASHTON UNDER LYNE, 0L7 0WW 
Calls cost 36p a min at 'cheap rate' and 48p a min at all other times. 

Ask permission from the person who pays the bills before calling! 

You will be given info regarding related services. Maximum call charge £3.60 





















































































































Got a Nintendo console? Get tuned in to the Super XS 
Busters A-Z and win free carts for every tip of yours that we print! 

for the 

privilege. 

We also crave full solutions of every 
description for our extensive collection. 
Whether it's full guides to the new 
releases or crusty old maps from Wizards 
& Warriors — we want them all! 

Send all your cheats to Busters, Super XS, 
Durham House, 124 Old Christehureh Road, 
Bournemouth, Dorset BH V V NF. 


Level selects, complete sets off passwords the hottest tips AND win games 
and invincibility codes are what Super XS 
thrives on — we only accept the best of the 
best! 

Who needs cheats that every other 
magazine and his wife have used? Why go 
over old ground when there are new and 
exciting territories to explore? 

Now, Super XS offers you the chance to 
stake your claim as the first person to find 


HOW TO USE THE BUSTERS A-Z 


The Super XS Busters A-Z is designed 
specifically for frustrated gamesplayers who 
have searched high and low for an elusive 

k cheat or password so that they can complete 
their latest game. 

Alphabetically sorted, the A-Z is coloured- 
coded for easy reference with brand new 
cheats clearly shown. 

You will find something for all the Nintendo 
consoles because, unlike some narrow-minded 
magazines, we don’t neglect the NES and 
Game Boy just because the Super NES has 
arrived. 

Every effort has been made to ensure that 
the busters are accurate, with all the cheats 
being tested by the Super XS team in between 
un-blocking the sink and de-fleaing the cat! 

If you have any requests for cheats, or need 
help on any Nintendo games, contact the Pros 
at Super XS SOS for help. Thought-provoking 
RPGs or mindless shoot- em-ups, we’ve 
busted them all. No-one else even comes 
close. 


jpv 


SUPER NES 
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ANOTHER WORLD 


Passwords 

Stage 02 - htdc 
Stage 03 - clld 
Stage 04 - lbkg 
Stage 05 - xddj 
Stage 06 - fxlc 
Stage 07 - krfk 
Stage 08 - klfb 
Stage 09 - ddrx 
Stage 10 - hrtb 
Stage 11 - brtd 
Stage 12 - tfbb 
Stage 13-txhf 


Mission 2-K32L82R 
Mission 3 - JR8P8M8 
Mission 4 - F9N5CJ8 


Extra lives 

Locate the three extra lives available on level one, then simply return to 
collect them as many times as you want at any point in the game. 


Short cut 

When you play on Port Town 2, go round one lap and just after the line 
you will see a jump. Activate the power boost and press Right just as you 
hit the jump. You should clear the gap and land on the other side of the 
track. 


Cyberscape mode 

Go to the title screen and hold both L and R buttons at the same time, 
Choose one or two players while still holding these down and press Start. 
Let go of L and R and a new option called Cyberscape will appear. This is a 
completely new game and features loads of new enemies and a split screen 
mode. 


F-ZERO 


DRAGON'S 


FACEBALL 2000 


AXELAY (JAP) 


Infinite lives 

Pause the game, unpause then pause it again. Press Select, Up, Down, 
Left, Right, Y, B, A, X. Now unpause the game and if the cheat has worked it 
should say “Mutek” where the lives should be. 


BATTLECLASH 


Difficulty setting 

Go to the title screen and press the top L button and Select simultaneously. 
Set your aim and choose all the normal options and now a new menu will 
appear giving you the choice of difficulty. 



49 lives ^ 

Go to the options screen and plug in controller two. Hold down the Left and 
Right buttons and press Select and Start on controller one. 


DESERT STRIKE 


Passwords 

Mission 1 - 3zjmzt7 



GRADIUS 3 


Weapon power-up 

Pause the game and press Up, Up, Down, Down, L, R, L, R, B, A and then 
restart the game. You will have missiles, options and shields - use the cheat 
wisely as you can only use it once per stage. 


Extra lives 

On the title screen hold Left, press A three times and then start the game. 
This will give you 30 extra lives to play with. 



99 Peter Pans 


When you are in the caves on level five, fall down the first hole on the right. 
Tinkerbell is waiting below, walk or fly to the right and you will see a 3-Up 
and a leaf. You have to go underneath the rocks to get both of these then kill 
yourself and they will re-appear! 


JAMES BOND JR 


Passwords 

Level 5 - 9025 

Level 6 - 1813 

Level 7 - 3353 
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JOE & MAC 


Extra credits 

For up to nine extra credits, rapidly press the X button on the title screen. For 
every tenth press of the button you will get an extra credit. However, if the 
title screen disappears, the number will revert back to four. All you have to 
do now is enter the level again and get the life. Repeat the procedure for as 
many lives as you can handle. 


KRUSTY'S SUPER FUN HOUSE 


Open all doors, extra pies 

Enter joshua with a space before the first letter and after the last. Now 
press Start and Krusty will laugh insanely to indicate the cheat has worked. 
Now you can enter any door in the game and press both L and R buttons for 
a pie refill. 


LEGEND OF THE MYSTICAL NINJ 


Password 

Level 9 - z+LHd h 




Passwords 

SunSoft 1 - GNNBJWV 
SunSoft 2 - RCQRFPZ 
SunSoft 3 - FBJJKJB 
SunSoft 4 - RMQMZDC 
SunSoft 5 - DTCZVMQ 


MAGIC SWORD 



PAPERBOY 2 


Passwords 

Route: 57 38 Week 2 


then enter these passwords. 
985206 - level 2 
520771 - level 4 
400718 - level 6 
165411 - level 8 
882943 - helicopter 2 


394391 - level 3 
108048 - helicopter 1 
773224 - level 7 
760357 - level 9 


PRINCE OF PERSIA 



Passwords 

Level 1 - BRNGBB9 
Level 2 -MRG5L2X 
Level 3 - b6+twnn 
Level 4- 9Z3NRDX 
Level 5 - lqhwtvr 
Level 6 - cgkdbz2 
Level 7 - TH4Q++B 
Level 8 - vxpnby2 
Level 9-QLLLWHR 
Level 10 — HWB93WX 


BERT 3 



Level 11 - 
Level 12- 
Level 13 - 
Level 14 - 
Level 15 - 
Level 16 - 
Level 17 - 
Level 18 - 
Level 19 - 
Level 20 ■ 


7F39R1B 
H9TZD8N 
7TXF+9V 
H+KX3L7 
GZ9MRZJ 
84CPBC6 
QQNL2PV 
4Q7TMHJ 
QHJG!Q7 
-H8J12+Y 



Alter backgrounds 

Go to the options screen and press the Left and Right buttons 
simultaneously. When you release them, a programmer’s screen will appear. 
Press Select to change the background (keep pressing it to flick through all 
of the different ones). Press Start to return to the options screen. 


SIM CITY 


Earn a million 

Spend all of your money in one year. When the tax screen appears at the 
end of the year, hold the L button and exit the screen. While still holding L, 
go back to the tax screen again and increase spending to 100%. Exit again 
and release L. When the people start spreading the money, your funds will 
raise to $999,999. 


Secret warp 

On floor 34, destroy the two blocks and watch the pillars closely. Hit the 
fourth pair of pillars on the left to flick a switch and open a door straight to 
Hydra! 


SMASH TV 


Stage select 

Go to the options screen and press R button, R button, Up, Down, Right, L 
button and you will hear “Bingo” from the host. Now choose one or two 
players and you will see a stage select. This gives you the chance to start on 
any level including all the bosses. 


Route: 647 9 Week 3 

_ 


SPANKY'S QUEST 


$m 

1 

JiMIlIM 1 MVEJI 

Pull nnvA/or.iin 

1 * 

Passwords 

1 354 Level 3-1 

116 Level 4-1 


gives you full power and weapons. 


Invinicibility 

Pause the game, press Left button, Right button, Up, X, Right button, A, Left 
button, Y, Down, B, A, Y, A, Y, Right button and Start. 

Stage select 

Move the cursor to the Big Viper on the player select screen and press Up, 
Left button and X together. Hold them for 15 seconds and a stage select 
screen appears. 


PILOTWINGS 


Passwords 

If you cannot wait to complete the early stages of this excellent aerial game 


STREET FIGHTER II 


Get to last four bosses easily 

Start the game with both IP and 2P pads connected. Then, when the 
game starts, immediately choose any opponent and let him join in the fight 
so that you can knock him out. On the player select screen you will see a 
cross over the player you have just beaten showing that you have 
completed the stage. When your own player is getting low on energy, 
switch to player two. This does use up continues but you can reach the last 
bosses with ease. 

Fight the same character 

Press Start when choosing a character then Down, Right, Up, Left, Y, B, X, A 
in rapid succession with the IP pad and you can use the same character 
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only in a different colour. The computer player will also be in different 
colours. Spooky! 

View endings 

To view the character endings on Street Fighter II without having to slog 
it out on the higher difficulty levels, change the game to Championship 
Mode by pressing Down, Left button, Up, Right button, Y, B, X, A on the 
Capcom screen. Set the difficulty setting to two. After you’ve cruised 
through the game and beaten M Bison, simultaneously press Start and 
the Right button before the screen fades away to view the character 
ending. 

Sound FX 

To hear some new sound effects in Street Fighter II, go to the options screen 
and press the R button rapidly on sounds 25, 26 or 27. You’ll hear new 
sounds on 1 through to 23. 

Honda blob 

If you own an Action Replay cart, there is a way of turning E Honda into a 
lump of lime coloured jelly (so what’s new!). Simply put in the code for turbo 
speed (7E0C6010) and back E Honda into a corner. When he can’t go 
back any further and becomes stuck, wait a few seconds and watch Honda 
melt into a disgusting blob! 


SUPER ADVENTURE ISLAND 


Round select 

Wait for the story screens to appear and press Start, so that the second title 
screen comes up. At this point, press diagonal top left, Left, X and right on 
the joypad. While holding these three buttons press Start to enter the round 
select screen. 


SUPER BUSTER BROS 


Level select 

Press the good old Start button on the title screen. You will be confronted 
with a screen saying “Select Game”. Press L button, R button, R button, L 
button, Up and Down. A number will appear which allows you to go to any 
level. 


SUPER DOUBLE DRAGON 


Unlimited continues 

Press Start on controller one to access the mode select screen. Press 
Select to choose Mode A and then start the two-player game. Play until 
there is only one continue left for each player (if one has more than the other 
then deliberately get him killed). When asked to continue, press Start 
simultaneously on both controllers and you will both be given an amazing 
seven continues. 


SUPER FIRE PRO WRESTLING 


Watch mode 

Ever wish your wrestler could be secretly controlled by the computer when 
fighting someone else? Well, here’s how you do it. While you’re selecting 
your character from the Exhibition match screen, hold button X. The wrestler 
will now be under computer control. Both players can do this. It’s especially 
useful for tag matches. 

Bleeding referee 

If you run at the ref, using run or hammer throw for instance, the wrestler will 
occasionally bump the ref to the canvas. Sometimes the ref will even start 
bleeding. This can prove very useful as he is unable to take counts while on 
the deck. 


SUPER GHOULS 'N GHOSTS 


Hidden message 

Defeat a boss and hold Up on the control pad for a hidden message. 


Stage select 

Select the option mode from the title screen and highlight the “Exit” 
selection. Hold Left and Start on the second controller and another options 
screen will appear in which you can choose the level and area on which you 
want to start. 


SUPER MARIO KART 


Change screen 

Plug in two controllers, when the title screen appears, start a one-player 
game and keep the Left and Right buttons pressed on the second controller. 
The upper screen will be the course map and the lower section will be your 
playing area. 

Shrink characters 

Press and hold Y, then press A on the character select screen to shrink all 
the characters in the next race. 


SUPER MARIO WORLD 


1-up bonanza 

In the secret vanilla fortress, swim to the door before Reznor where there 
are two Bony Beetles. Jump on them without touching the ground. Keep 
treading water while they regenerate. Repeat. As long as you don’t touch the 
floor (just keep swimming), you’ll earn thousands of points and consequently 
1 -ups. 


SUPER OFF 



Unlimited continues 

To continue on your own forever, select two-player mode. If you play on your 
own, just leave truck two and you’ll always come third or higher. 


SUPER R-TYPE 


Level select 

At the title screen hold down the R button and press Up nine times. You’ll 
here a tone. Start the game and then pause it. Hold the R button and A 
together, and press Select. Press Up or Down to choose your level. 


SUPER SOCCER 


Speed-up mode 

Enter the player skill selection screen and press Left, Right, Left, Up, R 
button, R button. You will hear “Bingo” and then you will be able to choose 
your options before the speeded-up action starts. 


Bendy shots 

Press B to begin your run up. Press the direction you want to shoot to aim 
the ball. Now press L then R then L to curl to the left and R then L then R 
again to curl to the right. You must press the Left and Right buttons before 
the player kicks the ball for this to work. 


SUPER STAR WARS 


99 lives 

Get to the Sand People on level five and keep moving until you reach the 
second section of platforms where you have to clear a gap. Instead of 
attempting the jumps, drop down the face of the cliff and you will reach a 
ledge with a cave and plenty of 1-Ups to complete the game with. 


Special codes 

Start on the first level of the game and press Y, B, X, A simultaneously. Now 
press the Start button. You will now be shown a sound test screen. Press 
Start to go back. If you return to the sound test, the words under the sound 
test will have changed. If you keep doing this, the game will give you the 
codes for various effects. To activate the cheats, turn the power off on the 
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Super NES (not the reset switch) and input the code on the title screen. If 
you have put it in correctly you will hear a Jawa noise. Here are the codes. 
Five continues - X, B, B, A, Y 

Light Saber - Y, Y, X, X, A, B, X, A 


SUPER TENNIS 


Super player 

For a more skilful player, highlight the one that you want and press the 
following on the second controller: L, L, L, L, L, X, R, R, R, R, R, R, R and X. 


THUNDER SPIRITS 


99 continues 

Press button B rapidly on the title screen until you hear a chime (if you have 
turbo fire, then use it), or each tone you hear, one credit will be awarded. 
Wait for the demo to finish to get even more continues. 


TOP GEAR 


Passwords 

PRO 

FOUR MEG 

South America 

LEGEND 

Japan 

THEWORLD 

Germany 

LETSRACE 

Scandinavia 

ALCHEMY 

France 

A LOOPER 

Italy 

SEASONAL 

UK 



CHAMP 

EDUCATED 

South America 

OILCLOTH 

Japan 

WRECKAGE 

Germany 

CARACOLE 

Scandinavia 

EPYLLION 

France 

GLUCAGON 

Italy 

KEELSON 

UK 




TURTLES IV: TURTLES IN TIME 


Boss select 

On the title screen, use controller two and press Up, Up, Up, Down, Down, 
Down, B, A and B. You will hear a chime, now start the game, choose your 
turtle and a menu will arrive showing all 11 bosses. You can go to any one. 
You will have 16 hit points and three turtles for each fight. 


UN SQUADRON 


Gamer level 

Go to the options mode, highlight the game level and plug in controller two. 
On controller two, hold A and X. With these held down, go through the 
difficulty levels until you reach “Gamer”. This is incredibly hard. 



WINGS 2 (US) 



Antique Radar 

Go to the title screen and hold the top L and R buttons at the same time. 
With both these pressed, hold Up and press Start. Now you will have a small 
radar on your bi-plane to spot the enemies with. 


Passwords 

Bombing run 

Strafe 

Dogfight 

Dogfight 

Bombing run 

Dogfight 

Strafe 

Dogfight 

Bombing run 

Dogfight 

Strafe 


FGXHMBQInG!xF 
r5xKNJH2pgI 3 
HMdMJ6C!brG!v! 

LV!xv!HLPQBCP 
T!BRLQ!wC7IBF! 
X2TBGnkGC!w 
SZG70WW6HBF 
!4!FIGCwPQk8Y 
hVY09Gs4BG!Z 
7YW2yn!R7Hzh 
LHxPFCb!411!BsG! 



ADVENTURE ISLAND 2 


Island select 

To start off on any island, press the following on the title screen: Right, Left, 
Right, Left, A, B, A, B. 


Dogfight 

Bombing run 

Dogfight 

Strafe 

Dogfight 

Dogfight 

Bombing & dogfight 
Final stage 


S!!dNpG9BwH96 
6m!CQG!NCGGL8 
DvkbP4T!dXwb 
B!HdPBB!gQLTB! 
zq5gPNL8Hq!B 
IclLIKGsKQFXj 
7dzI2G8MwR!Z 
BBHnwLLlCB!r 


ADVENTURES OF LINK 


The Final Guardian 

When fighting your shadow, move to the left-hand side of the screen and 
continuously press the b button. Your shadow may hit you once or twice, but 
you should land many more strikes during that time. 


Sword skills 

To discover the art of the upward attack, go to Darunia and use the jump 
spell to leap up to the house with a chimney. Drop down this and go right to 
find the warrior who will teach you the skills. The downward attack is found in 
Mido town. Use the jump spell to reach the open door at the top of the 
church, and go through to find the man in the know. 


ADVENTURES OF LOLO 2 


Extra levels 

For a greater challenge, enter any of the following codes at the password 
screen: proa, prob, proc, prod. 


AIRWOLF 


Extra lives 

Look out for the gold planes - shoot one down and you will get an extra life. 
They don’t appear often, so do keep your eyes well and truly peeled! 


AMERICAN GLADIATORS 


Password 

Level 2 - A, B, A, A, A, A, B, B 

Level 3 - A, B, A, A, B, A, A, A 

Level 4 - A, B, A, B, B, B, B, B 


BAD DUDES 


Extra lives 

For 64 Bad Dudes, enter the following button sequence with the second 
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controller on the title screen: B, A, Up, Down, Up, Down. Use the first 
controller to start the game. 



Level 7 - 

LBBL 

Level 8 - 

MBBM 

Level 9 

NBBN 

Level 10 - 

PBBP 

Level 11 - 

QBBQ 


Infinite power-ups 

When you come across the falling drop claws, crouch next to their landing 
position and punch repeatedly. Each drop claw that you destroy will turn into 
a heart, weapon bonus or points bonus. Three normally drop one after the 
other and then there will be a slight pause, so rush in and grab the loot 
before returning to the crouching position. 


BUBBLE BOBBLE 


Stage select 

To be able to select any stage, enter ddffi on the password selection 
screen. 


BATTLETOADS 


BIONIC COMMANDO 


BLUE SHADOW 


Power shot 

For a devastating lightning attack, hold the B button down for a few seconds, 
and you will release a bolt which will subsequently strike most of the 
enemies onscreen. The only problem is that it will use up about half of your 
energy, so use it sparingly. 


BOULDER DASH 


Passwords 

Enter the following codes for the required world: 
635870 - Ice world 840137 - Sand world 

840967 - Ocean world 225378 - Relic world 

752053 - Volcano world 


BOXXLE 



Passwords 


Level 1 - 

BDBD 

Level 2 - 

DBBD 

Level 3 - 

GBBG 

Level 4 - 

HBBH 

Level 5 - 

JBBJ 

Level 6 - 

KBBK 
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BUCKY O'HARE 


Level skip 

On level one, there is warp zone at the top of the first rock. Just walk on up 
there and you will see a Mega Warp screen. The second warp is on the R-Type- 
like shoot-’em-up bit, the third level. It’s on the second half at the bottom. Watch 
out, though, because it’s right before the barrier, so you really have to hope you 
get the right one. The last one is on the second stage of level six. 

Ride the dragon 

You can get on the dragon that you encounter during the latter half of level 
one. Take the stick sword from the tool worker by beating him up. Now use 
the sword to kill the dragon. Now lie on the dragon and press A, and you’ll 
be able to ride it. You can now control the dragon using B for breathing 
fireballs and continually pressing A to fly. 

Extra lives 

On the title screen push Down on the joypad and press A, B, Start. You will 
hear an explosion and when you start you will have six hearts instead of 
three. You can also do this on the continue mode. 


Passwords 

Deadeye Duck 

_ : 

67KIJ 

Willy 

- 

M7Lak 

Blinky 

- 

M7KZ3 

Final Stage 

- 

MPW2L 

Final Stage 2 

■ 

MPL65 


BURAIFIGHTEI 

R 

Start with full weapons 

To start the game with a full complement of weapons, enter ltbb on the 
password screen. 

CAPTAIN PLANE! 

r 


Easy way out 

If you enter a section that you don’t wish to play or cannot continue in, press 
the A and B buttons simultaneously and you’ll return to the map screen. 

Infinite continues 

Press A when the game over appears for infinite continues. 


Passwords 

Use any of the codes here to get to later stages in the game: 
7 63754 - level 1-2 786565 - level 3-2 

955783 - level 2-1 920272 - level 4-1 

637511 - level 2-2 799274 - level 4-2 

148574 - level 3-1 344551 - level 5-1 


CAPTAIN SKYHAWK 


Safety zone 

While flying through a level with mines, go the the side of the landscape, and 
you’ll be safe from their attacks. 


CASTLEVANIA 


Defeating Dracula 

To kill the first incarnation of Dracula, kneel on the platform on the right-hand 
side and whip him in the head. When he dies, he will change shape - go to 
the left-hand side and use your whip in conjunction with any weapon that 
you may have (the holy water and boomerang are best). 


CASTLEVANIA 3 


Extra power-ups 

On the first level collect all of the power-up pods that you can. Use them to 
increase your speed and missiles. Ensure you collect the extra life near the 
beginning. Let the time run out, and repeat the manoeuvre - as long as you 
keep collecting the 1-Up, you won’t lose any lives and you’ll be able to build 
up your powers. 


COBRA TRIANGLE 


Extra lives 

Enter “Help Me” on the name screen and you’l 


start with ten extra lives. 
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CRACK OUT 


Enter your name as gaogao to receive invincibility, unlimited gold and other 
great bonuses. 


Passwords 

Enter the following to get to later stages: 
nobcz2 . CW5103 - stage 4-10 

nobcz3 .DWK503 - stage 4-11 

End of game password 

Enter the password merry Christmas into the computer at the end of the 
game. 


DOUBLE DRAGON 


Defeating Willy 

To defeat the end-of-game guardian, evade him until he starts firing. When 
he starts shooting, position yourself just above or below him, and move in 
with a jump-kick. Repeat the manoeuvre. 


DOUBLE DRAGON 2 


Extra lives 

If you are playing alone, select the two player Game B mode and beat up the 
other character. Each time you kill the other character, you will be rewarded 
with an extra life. 

Continue mode 

Press the following combinations to continue the game at the end of the 
relevant stage (use the second controller for entering the very last cheat): 

Up, Right, Down, Left, A: Stages 1 to 3 

Up, Down, Left, Right, B, A, A: Stages 4 to 6 

A, A, B, B, Down, Up, Right, Left: Stages 7 to 9 



The elevator 

Take the following exits from the elevators to get to Singe: 
After the hallway - second exit 
After the mines - third exit 
After the reaper - first exit 


DUCK TALES 


Infinite lives 

Go to the African mines and you will be instantly transported to Transylvania. Find 
the two extra lives. One is found by going right, up the first rope, right to the next 
rope and up, and it is in the chest on the top-right. The second is one screen 
down and to the right of the section where you ride in the mine train. Return to 
the mirror near the beginning of the stage, jump over the chest (so that you don’t 
collect the key), and then return to the African Mines to repeat the procedure. 

Bonus stage 

If the 10,000 digit of your score is 7 (the fifth digit from the right) when you 
accept a lift back to Duckberg with Launch pad, you will stop off at a bonus 
stage on the way. 


THE EMPIRE STRIKES BACK 


Full Force powers 

Press Start while playing to call up your force powers, then hold Right on the 
controller, then press Select, Start, A, B, together then B, B, Start, A, B, 
Start, B, B, Start. 



Extra options 
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FAXANADU 


Extra money 

To get an extra 1500 gold pieces at the start of the game, visit the King to get 
the first lot of money, spend it all so that your money level is zero, then go 
back to the King and he will find an extra 1500 gold pieces for you. 

Password 

For just about every conceivable item you could imagine, enter the following 
code: 

k8fPcv?,TwSYzGZQhMIQhCEA 


GAUNTLET 2 


Exits 

To turn all of the walls into exits simply stand completely still for two to three 
minutes - first the doors will disappear, then the walls themselves. 


GHOSTS 'N GOBLINS 


Level select 

To start on any level, hold Right, press B three times, release B, press and 
release Up, then B three times, press and release Left, press B three times, 
press and release Down, and then B three more times, finally press Start. 


GOAL 


Passwords 

Use these codes to play in the various matches leading up to the semi finals 
and finals: 

GTXAREZC 

gzhikuik - Semi finals, England vs Brazil 

HTXAREZC 

gzhikuil - Final, England vs USSR 


GODZILLA 


Special passwords 

Following are a number of special passwords and their effect: 
destroy all monsters - to fight all the monsters 

monster 0 - to fight monster zero 

start to end - to watch the end sequence 


GOONIES 2 


Password 

For all Goonies and necessary equipment, enter the following password: Z4G 
" ! 41 40" "KOK 

Extra equipement code 

SugNY4wT1NUU!!uF 


GRADIUS 


Full weapons 

Pause the game, and push Up, Up, Down, Down, Left, Right, Left, Right, B, 
A, Start. This will give you missiles, options and shield, but you can only use 
it once per game. 

Continue mode 

As soon as your last ship is destroyed, press Down, Up, B, A, B, A, B, A, B, 
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A on controller one. You’ll need to be on stage two or higher, and you’ll also 
have to enter the code quickly. 


GREMLINS 2 


Stage codes 

No matter what stage 
bvkh - level 1 -2 
dxnh - level 2-1 
CGMW - level 2-2 
njdt - level 3-1 


GUN*NAC 


Level Select 

On the title screen, enter the “Config Sys” mode and set the sound test to 
05. Now you can go to any area in the game. 



Unlimited ammo 

On the title screen, press Right, Right, Right, Right, Select, Select, Select, 
Select, Right, Right and then begin the game. You’ll be given a machine gun 
with plenty of ammo to help you rid the townships of pesky bandits. 


GUNSMOKE 2 


Extra weapon 

For a machine gun and 100 bullets, press A, A, A, A, Right and Right. 


THE HUNT FOR RED OCTOBER 


Submarine power-up 

To power-up your sub during the game, pause the game and then press A, 
B, Select, A, B, Select, A, B, Select, A, B, Select, A, B, Select, A, B, B, A. 
You can only use this once per game, so use it wisely! 

Jump levels 

Another cheat which you can only employ once per game is this level 
skipping one. Pause the game and press A, B, Select, Right, Left, Left, 
Right, Select, B, A, B, B, A. 


IKARI WARRIORS 


Extra continues 

To continue when you have lost all of your lives, press A, B, B, A before 
Game Over comes up. 

Level select 

On the title screen, press Up, Down, A, A, B, Left, Right, A, B, Up, A, Down, 
Right, Right, Left, B, Up, Left, A, Right, B, Left, Right, A, Left, Up, A, Down, 
A, Right, Left and finally B very quickly. Use A and B. 


IRONSWORD 


Extra lives 

If you have less than two extra lives recorded in your password, alter the fifth 
character to an n. 


ISOLATED WARRIOR 


Level codes 


Use the following codes to progress further into this infuriatingly demanding 
game: 

5963 - level 2 8920 - level 3 

0705 - level 4 5826 - level 5 

2687 - level 6 


JACKIE CHAN'S ACTION KUNG FU 


Level select and continues 

Allow Jackie to lose all of his energy and when the title screen reappears 
after the game is over, press Up, Up, Down, Down, Up, Down, B, A and 
Start, then press the B button on the second controller. A number will appear 
which you can alter with the Up and Down buttons to select the level you 
wish to attempt. Finally, press B on the second controller again and you will 
get 99 continues. 


KABUKI QUANTUM FIGHTER 


Energy increase 

When you are fighting an end-level guardian, pause the game then use the 
Up and Down buttons to transfer chip points to your energy level or vice 
versa. 


THE LAST NINJA 


Invincibility 

Just go to the password screen and use all H’s except for the fourth to last 
which should be 0. 


LEGEND OF ZELDA 


Second quest 

To be able to start on the more challenging second quest, enter zelda as 
your name on the initial screen. 


LIFE FORCE 


Steal a life 

To steal a life on a two-player game, press A and B simultaneously. 

Extra lives and continues 

On the title screen, press Up, Up, Down, Down, Left, Right, Left, Right, B, A 
and Start for 30 lives and four continues. 


LITTLE NEMO 


Stage select 

On the title screen, press the following buttons: Up, Select, Left, Right, A, A, 
B. “DREAM SELECT” will appear, so put the arrow next to that, and press 
the A button once for each stage that you wish to skip. Once you have 
decided the number, press the Start button. 


LOW G MAN 


Stage passwords 

Get to later levels in this massive, tough game by using the following codes: 

mich - level 2 

fllf - level 3 

scrd - level 4 

mp 4 5 - level 5 

Secret Stages 

Enter the following for two new stages: 

Train - AMAN 


you want to get to, there’s a code for it: 
zfp j - level 3-2 
shmc - level 4-1 
vlbb - level 4-2 
nxrd - level 5-1 
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Hovercraft - NAKA 


MANIAC MANSION 


Calling the police 

To call the Meteor Police, use Bernhard to get the tube from the radio in the 
living room, and then put it into the socket of the radio in Dr Fred’s room. Call 
the frequency written on the wanted poster with the Radio. 

Destroying the mansion 

Go up the stairs and through the security door and go to the fifth strip of 
wallpaper hanging down. Look for a keypad and select “Use Keypad”, a 
number comes up and shortly after the mansion explodes. 


MARBLE MADNESS 


Extra time 

Select a two-player game when playing solo, then finish the level and you 
will be granted extra time in the next stage. 


MEGA MAN 


Lightning trick 

To increase the damage caused by a lightning shot, repeatedly press the 
pause button as soon as the beam connects - each time that you unpause 
the game, another hit will register. 


MEGA MAN 2 


Password 

To get to Dr Wily enter the following code: 

A1 B2 B4 Cl C5 Dl D3 E3 E5 


MEGA MAN 3 


Password 

To get to the last boss, enter the following on the password screen (you may 
not automatically appear at the desired location; if that’s the case, let 
yourself be killed and then continue as normal to reach the last of the 
areas): 

Tim 11611 
mu urn 
11116 

Passwords 

Jonathan Branney from Dundee wins a free cart for a cornucopia of tips this 
month. Well done, Jonathan! 

Top man A3, C5 

Hardman A3,C5,E6 

Snakeman A3,ci, C4 
Geminiman A3,B5,C7 
Magnetman A3, B5, C5, D6, fs 
Needleman D3, A3, bs, D6, F2 

4 special A3, B5, D3, F4, F2 

Dr Wiley ai, A3, D3, F4 


METROID 


Extra weapons 

Enter your name as justin bailey to become a woman with extra 
weapons. 

Super jump 

To jump really high without the Rushcoil, hold Right on the second 
controller, then jump as usual with the A button, making Mega Man fly 
into the air! 


WE OFFER A " TREASURE CHEST " OF TITLES! 


SNES (UK/US) 


Addams Family 2.£49.99 

Allen 3 .CALL 

Amazing Tennis.£49.99 

Axelay (Jap).£44.99 

Batman Returns.CALL 

Best of the Best.£44.99 

Blues Brothers .CALL 

Brawl Brothers.CALL 

Bulls VS Blazers.£44.95 

B.O.B.CALL 

Bubsy.CALL 

Chuck Rock.£44.95 

Cool World.£49.99 

Death Valley Road Runner£44.95 

Desert Strike.£44.99 

Dragons Lair.£44.99 

Equinox.CALL 

Faceball 2000.£39.99 

Fatal Fury.CALL 

Gods.CALL 

Hook.£44.99 

Hunt for Red October ..£44.99 

Irem Skins Golf.CALL 

Jimmy Conners Pro Tennis .£44.99 
John Madden ^3..CALL 




Lemmings.£44.99 

Mario Kart.£44.99 

Mech Warriors.CALL 

Mickey Mouse.£54.95 

NBA Basketball(tecmo)£54.99 

NCAA Basketball.£49.99 

NHLPA Hockey '93.£49.99 

Out of this World .£44.95 

PGA Tour Golf.£44.99 

Prince of Persia .£49.99 

Pilot Wings .£44.99 

Pocky & Rocky.CALL 

Pushover.£44.99 

Race Driving.CALL 

Robocop 3.£39.95 

Rocky & Bullwlnlde.CALL 

Sim City.£39.99 

Sim Earth.CALI 

Splderman & X-men.£40.00 

ALL GAMES ARE NEW! 

HURRY WHILE STOCKS LAST 
BE QUICK! 


SNES (UK/US) 


Sonic Blastman .£44.95 

Space Megaforce.£44.95 

Streetflghter 2.£54.99 

Super Buster Bros.£44.95 

Super Soccer Champ ..£44.99 

Super Star Wars.CALL 

Super Strike Eagle.£49.99 

Super Tennis.£39.99 

Super WWF Wrestlemanla .£39.99 

Star Fox / Wing.CALL 

Tazmanla.CALL 

Tom & Jerry.CALL 

Terminator.CALL 

The Duel: Test Drive II ....£44.99 

Top Gear.£44.99 

Turtles 4 .£44.99 

UN Squadron.£44.99 

Universal Adaptors.£19.99 

Universal Soldier.CALL 

Walal Golf.£49.99 

Warp Speed.CALL 

Wordtris.£44.95 

Wing Comander.£49.99 

X-Zone (S/Scope).£44.99 

Zelda III.£39.99 



(0811 201 0535 

MON to FRI 1 2.00 to 7.00pm SAT 1 0.30 to 6.30pm 
SENSATIONAL SOFTWARE - SENSATIONAL PRICES 

Please call to reserve, and/or confirm availability. Thank you. 




. ...GOLDEN OLDIES OfflM 

.......SEGA NINTifei®^ 

....DESERT STRIKIfififf 

........STREETS OF RAGE 2 ft 1 CM#| 

..S0NlC2ftlCHi 

..QUACKSHOT FULL SOLUTION 

.NEW RELEASE/CHEATS (ECCOOAU 

. M/DRIVE CHEATS (SMA§tf||g 

IIASTER SYSTEM CHEATS {fOLL- CT 
, ........SUPER NES CHEATS (til M 


HOME GROWN PRODUCTIONS LTD. PO BOX 193 HAYES MIDDLESEX. 
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MIKE TYSON'S PUNCH-OUT 


Passwords 

Enter any of the codes below to get to the section of your choice (for the last 
password to work you must press Select, A and B simultaneously): 

005 737 5423 - WVBA minor champ 

777 807 3454 - WVBA major champ 

267 853 7538 - world circuit bout 

007 373 5963 - versus Tyson 

135 792 4680 - another world circuit 


NINTENDO WORLD CUP 


Passwords 

Codes for every possible match follow: 

10307 - second match 30707 - third match 

01507 - fourth match 22007 - fifth match 

72107 - sixth match 11507 - seventh match 

42407 - eighth match 62 607 - ninth match 

60207 - tenth match 22307 - semi finals 

12807 - finals 


PROBOTECTOR 


Extra lives 

To get 30 extra lives, press Up, 
screen. 


POWER BLADE 


Passwords 

Get to the stage of your choice with these codes: 
B2712209 - stage 2 G3784JD2 - stage 3 

6843D12F - stage 4 IBJ39FK4 - stage 5 

J23kgbbk - stage 6 77kdiogj - stage 7 


Up, Down, Down, B, A, Start on the title 


THE PUNISHER 


25 Bazookas 

At the start of the game on the wanted poster screen, enter the 
following code using the cursor pad of the second controller and the 
A and B buttons on the other one. Press as follows: A, B, B, Up, Up, 
Left, Down, A, then press A to start the game. If you enter it correctly 
a noise will sound and you will be given 25 bazookas, each with 25 
rounds. 


EZD 




Continue 

To continue on the same track you were previously racing on, press A and 
Start simultaneously. 

Stage select 

To choose any level, select your car and then on the demo screen press the 
B button to increase the tachometer by two lights. Each time you press the 
button the level selected increases by one. Once you’ve decided on your 
course, hold Up and Right and press A and Start. 


MISSION IMPOSSIBLE 


Level passwords 

Here are the codes for later levels: 

hmpr - level 2 kmvw - level 3 xdgj - level 4 

tvjl - level 5 qbyz - level 6 


THE NEW ZEALAND STORY 


Warp to an extra life 

Just as in the arcade version, there are two warps in this game. The 
first can be found on level 1-2. Jump up to the second platform from 
the start, face left and fire until the warp appears. Jump into it, take the 
warp on the right, continue right on the new screen and grab the extra 
life. The second is found on 1-3. After you’ve been through the water 
near the end, jump to the top platform and shoot to the right. After 
you’ve entered the warp, press Left to land on the middle platform, 
shoot right to reveal the warp and you will reach a room with two more 
extra lives. 


ROBIN HOOD 


Passwords 

On the title screen, press A eight times and B eight times to get a password 
screen. Now enter any of the following to reach various parts of the game. 

CATACOMB, WALL, LOCKSLEY, DUBOIS, CHONE, CATHEDRAL, BOAR, WELL, 
CHAPEL, MASTER, TAX, POND, VILLAGE, TOWN, TOWNHANG, CASTLEIN. 



Infinite continues 

When your continues have been used up, you can still carry on by pressing 
A, B, Select and Start on the title screen. 


ROCKIN' CATS 


Recharge energy 

Pause the game, hold Down, A, B, then press Start to recharge your energy. 
You can use this cheat as often as you like throughout the game. 

Channel select 

Pause the game, then press A three times to allow you to return to the 
channel select screen at any time during the game. 


ROCKMAN 4 


Extra energy 

Go left on the first stage of Doctor Kosuck and you’l 
energy can that you’d normally miss. 


find there’s a hidden 


Controlled bombs 

Rockman can explode drill bombs whenever and wherever he likes. Firstly, 
discharge a bomb as usual, then press button b when you wish to explode it. 


SKATE OR DIE 2 


Stage select 

Start the game with two controllers and press Start, A, Select and B on controller 
two. Now push Right to go to the Mall, left for the Beach or Up for the Planet level. 




Secret warp 

Go to the title screen, on controller two, hold Down and the B button. With 
these held, press Start on controller one and then choose all of the normal 
options for a circuit select. 


SNAKE RATTLE AND ROLL 


Warp to world eight 

Try to reach the end of the first level within four seconds. If you make it, you’ll 
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come across a rocket which will allow you to warp to level eight. 



Extra continue 

Make sure you are hit by the last yellow anvil on level four. You must be 
standing on the square in front of the scales when it hits you. 


SOUR JETMAN 


Extra lives 

On the password screen, enter every letter as Q. You will start off in a bonus 
cyberzone with ten extra lives. 


SOLSTICE 


Infinite lives and magic 

During the game, get the sub-screen up with the Select button. Press B, 
Start, Start, B, B, Start, Start, B, B, Start, Start, Start, B, Start, B, B, B, Start, 
Start, Start, B, Start, B, Start, Start, B, Start, Start, B, B, Start, B and Start. If 
you’ve done it correctly the screen will flash and, the next time you look at the 
sub-screen, your lives will be at maximum and all of the potions will be full. 


STAR TREK 


Passwords 

Masaba 

Lekythos 

Romulan 

Shroud 

Lotia 


STAR WARS 


Unlimited lives 

In Obi-Wan Kenobi’s cave you will find two extra lives hidden behind a 
secret wall. To find them, go right from the start of the cave section, drop 
down to a long platform near the end of the level, go left to the wall, fall 
to the platform on the right, and then fall down to the long platform 
directly below. On the left you will see a small platform; jump from this 
into the wall, and you’ll find that you can walk through the wall to two 
extra lives. Leave the cavern and repeat the manoeuvre until you have 
nine extra lives. It’s really that easy. 


SUPER MARIO BROS 


Warp to world 8 

In level 4-2, find the invisible blocks just after the first lift by jumping up and 
down. Use these invisible blocks to punch the otherwise unreachable block. 
The punched block will reveal a most useful vine which, upon climbing, leads 
to a bonus level and the wonderful warp. 

Continue 

To continue on the last world that you were on, you just need to hold A and 
press Start while you are on the title screen. 


SUPER MARIO BROS 2 


Warp from world 1-3 

At the end of the first section of world 1-3, drop a potion next to the large 
plant pot, go in the door and down the pot to warp to world four. 

Warp from world 3-1 

When you reach the waterfall, fall into it and land on the platform at the 
bottom. Go through the door, head right, pick up the potion from under one 
of the plants, drop it by the pot, go in the door and down the pot to world five. 

Warp from world 4-2 

On the whale section, run to the right, pick up the potion, and continue until 


R6XW MLFT ?6XD 
P?RV !RZH LAQD 
KA55 R?XC LA4D 
J!3L RZX7 M?BD 
JH1L IXX3 K?DD 


you reach the flower pot. Work your way around to it, drop the potion, do 
what’s required and head off to world six. 


Warp from world 5-3 

You’ll need Luigi to be able to make it to this warp. After climbing the ladder 
into the level, super leap to the top platform, and use the potion to go in the 
warp door and down the pot. This leads to world seven. 

Warp whistles 

The first warp whistle is on world 1—3. Go to the white block surrounded 
by four other coloured blocks, then crouch down for five seconds on top 
of it. You will fall through behind the background - run to the right and 
you’ll eventually reach a house. Toad will give you the first whistle. The 
second is in the first world’s fortress. At the end of the first section, fly up 
to the roof, get on top and run to the right. When you stop, press Up - 
you will then enter a door leading to the second whistle. To get to world 8, 
blow one whistle to get to the warp section, then blow it again once there 
to get to the final stage. 


SUPER MARIO BROS 3 


Extra lives. 

At the end of a stage, do a super run into the black area, when the whistle 
blows hit the card and you will get a star. Keep repeating this to get extra 
lives and points. 

27 “P” Wings 

Complete the game and press Up, Up, Down, Left, Right, Left, Right, A, B, 
Start. This will give you 27 “P” Wings to use at will. 


SWORD MASTER 


Infinite continues 

On the title screen, hold Down and press Select. If you now press Start, you 
will have infinite continues. 


TEENAGE MUTANT NINJA TURTLES 2 


Extra lives and level select 

To begin with ten lives and have the option to choose the start level, press 
the following when on the title screen: B, A, B, A, Up, Down, B, A, Left, Right, 
B, A and Start. 


TETRIS 


Instant completion 

Hold down A, B and Select in B Mode Games as one of the shapes falls. 
When the shape stops, you will have magically completed the game. 

Faster game 

To add ten levels to the one you’ve selected, press A and Start 
simultaneously when the cursor is in the right place. 


TINY TOON ADVENTURES 



3-up Duck Vader 

Complete any level with multiples of 11 carrots such as 33, 55, 66 etc, and 
then return to the main map (see Super XS#1) and you will warp to Duck 
Vader’s ship. Hit Vader three times to get three extra lives. 


TOM & JERRY 


99 mice 

When the screen with the drawing of Tom and Jerry on (the second title 
screen) appears, press the following to start the game with 99 mice: 
Right, Right, Up, Left, Up, Right, Down, B, A, Select, then press Start 
twice. 
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TOTALLY RAD 1 

BUBBLE BOBBLE 

Extra lives 

Get to the first green soldier and position yourself so that a massive number 
of troops come onscreen. Now hold the fire button and get slaying. You will 
receive an extra life - up to a maximum of 13 - for every 100 men. 

Codes 

Here are the codes for the last five levels to this classic platform action 
adventure: 

bgl 3 - level 96 

vlld - level 97 

vgld - level 98 

klld - level 99 

kgld - level 100 

WWF WRESTLEMANIA CHALLENGE | 


Press Select and B in the Tag Team and Survivor series mode. Now your 
partner will run around the outside of the ring and beat up your opponent’s 
partner who is also outside the ring. 




Passwords 

Following are all the level codes you’l 
game: 


ever need to complete this massive 


Eagle 

hgkm - level 2 
cpfg - level 3 
jjcm - level 4 
dklf - level 5 


Albatross 
hgnc - level 2 
bmhb - level 3 
dgbf - level 4 
jgjh - level 5 


Ace 

gbhc - level 2 
mhcb - level 3 
cdmn - level 4 
kdpg - level 5 




Ultimate 
gdcp - level 1 
lmcj - level 2 
cchl - level 3 
hfkp - level 4 
bngn - level 5 


Password 

Enter this password for 100 lives : hgdm 


BURGER TIME DELUXE 


ALLEYWAY 


Bat speed-up 

To speed your bat up, hold down A. 


Level codes 


2-1 

EEHB 

3-1 

HBBP 

4-1 

PEEP 

5-1 

TTPB 

6-1 

PTTH 


Tl 

HE AMAZING SPIDER-MAI 

1 


CASTLEVANIA 


Surviving level five 

To successfully negotiate the first section of level five (the wall-climbing 
part), continuously press A to jump up, then press up to cling back on to the 
wall, then A again and so on. This way, Spidey will leap up the wall and be 
able to avoid all of the enemies who try to attack him with ease. 


Extra lives 

Don’t destroy the first candle in stage one, but do whip all subsequent ones 
and the 11th will reward you with an extra life. 

Bonus stage 

On stage one, keep climbing one of the last ropes despite the fact that 
there’s a ceiling in your way - you’ll come to a bonus room. 


BATTLE UNIT ZEOTH 


Level select 

When the title music ends, press Down, A, B all together five times. 
You should now hear musical tones. After the first pressing of Start, you 
will start on level one, after the second, you will start on level two and so 
on. 


CASTLEVANIA 2 


BLAST MASTER BOY 



Level select 

On the title screen, highlight the continue option and hold A and press 
Start. 


Extra lives 

Enter two candles then two hearts as your password and you will have nine 
extra lives. 

Passwords 

Crystal Castle - blank, candle, heart, heart 
Rock Castle - candle, heart, heart, crystal ball 
Plant Castle - candle, heart, crystal ball, crystal ball 
Cloud Castle - heart, heart, crystal ball, blank 
Final Showdown - ball, heart, candle, heart 


BOMBER MAN 



Codes 

IHOLBKMIHL 

HKEFPHIDJC 


Passwords 

Use these codes to any section of the game: 
skyhppr - stage 1-2 lkybyss - stage 1-3 

chplftr - stage 2-1 bymsfwr - stage 2-2 

rghthnd - stage 2-3 gdgmply - stage 3-1 
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when you restart, you’ll begin on the shot that you just played. 


tryhrdr - stage 3-2 
cmptrwz - stage 4-1 
vryhppy - stage 4-3 


sprysks - stage 3-3 
chpybys - stage 4-2 
gmbyqzd - stage 5-1 


DYNABLASTER 

1 

Passwords 

Enter the following code to go to Faria: 

35NPSDJD 

ELEVATOR ACTIOI 

1 


The items given to you from the ? doors are selected by the third digit 
from the right of your score. The chart below shows the item you will 


receive. 


DIGIT 

ITEM 

0, 1 

Shotgun 

2, 3 

Machine Gun 

4, 5 

Pistol 

6,7 

Grenade 

8, 9 

Heart 


THE HUNT FOR RED OCTOBER 

Stage select 

On the title screen, press Left, Right, B, Select, Left, Right, B, Select and 
Start. Use Left and Right to select the level and Start to begin. 

HYPER LODE RUNNER 

Stage select 

When you start the game and the initial score screen appears, press A or B 
to raise or lower the stage number. You can only go up to stage 16 in this 
way; for anything else you need a password. 

KING OF THE ZOO |U||H 

Stage select 

When choosing your character, move the cursor to the desired animal, hold 
Left and B, and then press A to make the round number appear. Use Up and 
Down to alter it and then use the Start button to begin. 


FOOTBALL INTERNATIONAL 

Scoring 

When you’re directly in line with the edge of the six yard box and just 
inside the penalty area, shoot to the opposite corner - invariably, you’ll 
score. 


FORTRESS OF FEAR 

Extra lives 

You will first need to score enough points to get on the title screen. Then 
enter your name as W*W. In the next game that you start, you’ll have six 
extra lives! 


GARGOYLE'S QUEST 

Last area password 

Go straight to the very last area by entering kkkk kkkk as your password. 


GHOSTBUSTERS 2 

Guardian strategies 

Who ya gonna call? Why, us, of course! When fighting the end-of-level 
guardians, try to position the trap buster in front of you since it is 
invincible and can stop their attacks; leaving you to concentrate on 
shooting them. 


GO! GO! TANK 

Invincibility 

On the title screen, press Left, Up, Right, Up, Left, Left, Up, Right, Up, Left, 
Up, Right and Start to become invincible. 


GOLF 

Reset shot 

If you play a bad shot, press A, B, Select and Start before the ball comes to 
a stop. This will reset the game, yet - thanks to the Game Pak’s battery - 


KIRBY'S DREAMLAND 

Extra energy 

On the title screen, press Down, Select and B simultaneously. 

Change difficulty 

Also press the following buttons on the title screen to access the more 
difficult extra game: Up, Select and A simultaneously. 

LOCK CHASE 

Stage select 

Press A, A, B, B, A, B, B on the title screen to reach all new 
stages. 


MEGA MAN 

Battling Dr Wily 

To go to Wily’s fortress enter the following code: 
A2 A3 B4 C2 C3 


Codes 

Elecman: A2, 4, B3, di, 2 Iceman: Al, 

Fireman: A2, 3, cl, D2, 3 Cutma: A2, 


MEGA MAN 2 

Passwords 

Air - A2, Bl, B3, B4, C3, D2, D4 

+ Needle- Al, A3, A4, B3, Cl, C4, Dl, D2, D4 

+ Clash - A2, Bl, B3, B4, C3, Dl, D2, D4 

+ Metal - A2, A3, Bl, C3, Dl, D2, D4 

+ Wood - A2, A3, Bl, B4, C3, Dl, D2, D4 

+ Hard - ai, B3, ci, C2, Dl, D4 

+ Magnet- A3, A4, bi, b3, cl, C2, C4, Dl, D3 

+ Top - Al, A3, A4, B3, Cl, C2, C4, Dl, D3 



OPERATION C 

Ten Lives 
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On the title screen press Up four times, Down four times, Left four times and 
also Right four times. Follow that with A, B and finally Start to begin the 
game with ten lives. 

MERCENARY FORCE 

Level select and extra money 

On the title screen, press Up, Select, A and B simultaneously, then press the 
Start button. You will then have 50,000 yen to spend. Once you have chosen 
the characters that you want to take on the adventure, the stage number will 
appear - quickly alter it to the level that you want and get ready for a far 
easier fight! 


NARC 

Extra continues 

Before you start your game on the title screen, press and hold Up, 
Select, A, B, then press Start. When you die, you will be given two 
continues. 


NEMESIS 

Extra power-ups 

For additional speed and a force field, pause the game and press the 
buttons B, B, B, B, B, A, A, A, A, A. Unpause to continue the game. 

Extra weapons 

For complete; weapons, pause the game and press Up, Up, Down, Down, 
Left, Right, Left, Right, B, A, Start. 

NINTENDO WORLD CUP 

Passwords 

Following are all the codes for the various matches you can play: 

22445 - England vs Japan 
03345 - England vs France 
53045 - England vs USSR 
36345 - England vs Spain 
17245 - England vs USA 
42945 - England vs Mexico 
56145 - England vs Holland 
51345 - England vs Brazil 
97145 - England vs Italy 
08645 - semi, England vs Argentina 
01645 - final, England vs Germany 

Supershots 

When playing as England, run with the ball for five steps and then 
shoot - time it just right and you’ll let loose a supershot which is 
unstoppable. 


PARODIUS 

Extra weapons 

Pause the game, then press Up, Up, Down, Down, Left, Right, Left, Right, B 
and A. This will give you a whole set of extra weapons! 

Max power-ups 

While you’re flying through space press Pause, then Up, Up, Down, 
Down, Left, Right, Left, Right, B and then A to obtain all of the power- 
ups. 


PIT-FIGHTER 

Continues 

Upon being defeated, press Down and A to continue. 


PIPE DREAM 

Passwords 

Enter the following 
game: 

haha - level 2 
reap - level 4 
grow - level 6 
yali - level 8 


PRINCE OF PERSIA 

Final level 

To reach the level 13, enter 770 27 514 on the password screen. 


ROGER RABBIT 

Level codes 

Stage 2 - dlt3Qyby 

Stage 3 - gpldmsrc 

Stage 4 - mmcfgwxj 

Stage 5 - bgqtvkjp 

Stage 6 - rtjbwn43 


SIDE POCKET 

Trick shots 

Trick shot 1 - Tap Up four times so that the indicator is just touching the first 
ball, then have one ‘follow’, and hit the ball at full strength. 

Trick shot 2 - Simply hold Right so that the indicator is perfectly straight then 
shoot at full speed. 

Trick shot 3 - Aim directly at ball number 2, draw back three times and hit 
the cue ball at full strength. 


THE SIMPSONS 

Bully-boy tactics 

To defeat the three tree-house bullies, fire the boomerang left, then jump 
over to the bully on the right. He will turn around to face you, and the 
boomerang will hit him in the back sending him to the ground below. 


SNOOPY'S MAGIC SHOW 

Passwords 

Codes for various later stages in the game: 
xqia - stage 20 

ttot - stage 35 

btnd - stage 40 

V5K2 - stage 50 


SNOW BROS JR 

Level skip 

At the title screen, hold down Up, Select and B. Then press Start and press 
Up or Down to select your starting stage. 


SOCCERMANIA 

Transparency! 

Make your opponents invisible by pressing Up, Up, Down, Down, Left, Right, 
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codes to get yourself further into this frustrating puzzle 

grin - level 3 
seed - level 5 
tall - level 7 


148 

















Left, Right, B and A on the title screen. 


SOLOMON'S CLUB 

Passwords 

1-5 - RQJSJJJJ 

1- 10 - RYSY?JJ? 

2- 5 - JZ4JSJJJ 

2- 10 - 6ZYSYJJ? 

3- 10 - XZZ7SY88 

4- 10 - K3ZZY5Y8 


SPANKY'S QUEST 

Stage select 

Enter 0199 as your password and you 
screen. 


fil 

’ll find a rather /randy stage select 




Codes 

Stage 1 -0523-4 
Stage 2-4262-0 
Stage 3- 6841-2 
Stage 4-3310-7 
Stage 5-7057-3 
Stage 6- 604 6-2 


Enterprise warp 

Press Down Left and Select to warp the ship when you are in space. You 
can only do this once per game. 

SUPER MARIO LAND 

Bypassing guardians 

If you are Super Mario when fighting a guardian, simply run into the 
guardian - this will cause you to turn small, but as you are invincible for a 
few seconds you can jump to the lever and escape. 


Level select 

To be able to select any level, you need to first complete the game twice 
(no mean feat). You are then able to select the level from the title 
screen. 


Extra lives 

On stage 2-3, you’ll find MARIO spelt out in coins. Shortly after that, a 1-up 
heart will appear in the wall. Collect as many coins as possible, then grab 
the heart and let yourself be killed by the next enemy. You’ll start off just 
before the coins - collect them all over again, as well as the heart, and 
repeat the manoeuvre. Since 100 coins grants you an extra life, your 
reserves will build up in no time! 


Bonuses 

On stage 1-3, on the third set of three blocks, jump up between the second 
and third bricks and an elevator will appear. Leap onto it, run right once it’s 
carried you up and drop down the pipe to a bonus screen. 

TEENAGE MUTANT HERO TURTLES 

Energy replenish 

If your turtle is low on energy, pause the game and press Up, Up, Down, 
Down, Left, Right, Left, Right, B, A and Start to join the action again. You 
can only use this once per game. 


Bonus game select 

On the stage select screen, press A, B and Select together, and a question 
mark will appear on the right-hand side. Choose this and you can practise 
on the bonus games. 


TENNIS 

Winning serves 

When serving, throw the ball into the air, purposely miss it, and move under 
it so that it goes through your head; you’ll win the point. 


TRACK MEET 

Passwords 

S Pastrami - bhcbtwvb 

K Ninja - gxmbgwnc 

I B Cheetin’ - tbrbnnqm 

Jack Strop - hhtbsrlr 



Passwords 


Stage 2 - dlt3qyby 
Stage 3 - gpldmsrc 
Stage 4 - mmcfgwxj 
Stage 5 - bgqtvk jp 
Stage 6 - rtjbwn34 

WIZARDS AND WARRIORS 

Extra lives 

When you get on to the high score screen, enter heart as your name and 
you will start the next game with six extra lives. 


Extra power-ups 

At the start, go left rather than right to find some useful items. 



If you want to be a part of Britain’s only dedicated 
Nintendo tips magazine, send your sackloads of 
solutions, hints and cheats to us at Busters, Super 
XS, Durham House, 124 Old Christchurch Road, 
Bournemouth, Dorset BH1 INF. Every issue, 
your prized cheats will be added to our exclusive 
Busters A-Z, and the best will win the sender a free 
game. 
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< CODES 



Now you can get Datel’s wonder gadget for the NES, Super NES and even the humble Game Boy. 
Super XS, in association with Datel, have produced this modest (don't make me laugh - Ed) list of all 
the juiciest codes we could lay our hands on. With the help of Dr M, our resident tips encyclopedia, 
all the Datel codes in recent times have been compiled for you in this definitive XS guide. You should 
have no trouble finding codes for all your favourite games, and always remember that with Pro Action 
Replays, you can always find your own codes! If you have recently bought a game, check out Super 
XS for the full solution and exclusive Datel codes. Nobody does it better! 


ACTRAISER 


7E001C02: Infinite lives. 
7E001D08: Unlimited energy. 
7E0282FF: Keep 255 SP. 


THE ADDAMS FAMILY 


7E00AC05: Infinite lives 
7E00C302: Invincible 


AXE LAY 


7E005E03: Infinite lives (last digit indicates 
no of lives). 

7E1E620X: Start on any level (X= level). 
7E033002: Keep selected weapon. 


7E208803: Gives Kain a large amount of hit 
points. 


FINAL FANTASY 2 


7E200803: Tons of HP for player one. 
7E208803 : Tons of HP for player two. 


FINAL FIGHT 


7E0D6E05: Infinite lives. 
7E0D1450: Invincibility. 


GODS 


7E00B40D: Gives you X amount of lives. 
7E0156FF: Over 65,000 money. 
7E015318: Unlimited energy. 


GRADIUS III 


BART'S NIGHTMARE 

i 

7E00B40D; Two-way missiles at any time. 
7E00B00G: Shield when AR is enabled. 

7E013D02: Infinite bubblegum. 

7E007C03; Infinite lives. 

CASTLEVANIA IV 


HOOK 


7E13F410: Infinite energy. 

7E13F214: Unlimited extra weapons. 
7E13F050: Infinite time. 

7E1F840X: Player one weapon varies with 
X. 

7E1FC40X: Same as above for player two. 
7E1F8A63: Infinite lives for player one. 
7E1FCA63: Infinite lives for player two. 
7E1F8C02: Infinite bombs for player one. 
7E1FCC02: Infinite bombs for player two. 


DIMENSION FORCE 


7EF7C103: Unlimited power. 
7E1F1459: Unlimited time. 
7E1F0003: Unlimited lives. 


JOE AND MAC 


7E021504: Infinite lives. 
7E020F0C: Full power. 


DINOSAURS 


7 E 17310 X: Player one X amount of lives. 


DRAGON'S LAIR 


7E0FF903: Infinite energy. 


7E081C14: 

7E081A89; 

weapons. 

7E085C14: 

7E085A89: 

7E082202: 

7E081A92: 

weapons. 

7E086202: 

weapons. 

7E081A93: 

7E085A93: 

7E081A94: 

weapons. 

7E085A93: 

weapons. 


Gives Joe unlimited energy. 

Joe keeps the bones to use as 

Gives Mac unlimited energy. 
Mac keeps the bones. 

Joe unlimited lives. 

Gives Joe infinite boomerang 

Gives Mac infinite boomerang 

Gives Joe infinite fire weapons. 
Gives Mac infinite fire weapons. 
Gives Joe infinite wheel 

Gives Mac infinite wheel 


F-ZERO 


7E0CF301: Infinite turbo boosts. 
7E00CA0B: Infinite power. 
7E005908: Infinite lives. 
7EH5000; Always finish first. 


FACEBALL 


Kilim 


7E0BD103: Infinite lives. 

7E035201: Next tag opens all the exits. 
7E03cexx: XX= level number. 


KRUSTY'S SUPER FUN HOUSE 


7 e 11A3 03 : Inf i nite Krusty’s. 


LEGEND OF ZELDA 


7EF36D50: Invincible ten hearts. 
7EF3 6E80: Infinite magic energy. 
7EF37746: Infinite 70 arrows. 
7EF34332: Infinite 50 Bomb$. 


LEMMINGS 


FATAL FURY 


7E06135F: Infinite energy. 


FINAL FANTASY 


7E200803: Gives Cecil large amounts of 
points. If you need more simply alter the 3 in 
the code to different number. 


: Same as above for floaters. 

: Same as above for exploding 


7E00950X: X=start level with this number of 
climbers. 

7E00960X: i 
7E0097OX: i 

Lemmings. 

7E0098OX: i 
7E00990X: J 
7E009A0X: I 
7E009B0X: ! 

7E009C0X: ! 


: Same as above for blockers. 

: Same as above for builders. 

: Same as above for tunnelers. 
: Same as above for miners. 

: Same as above for diggers. 


MAGICAL QUEST 


7E02B104: Unlimited energy. 

7E037202: Unlimited lives. 

7E02B102: Infinite lives. 

7E035F05: Infinite time. 

7E02C101: Magic costume from start. 
7E02C201: Fireman from start. 

7E02C301: Choice of Fireman, Magic or 
Climbing gear from the start. 

7E02B920: Infinite water energy. 
7E02B720: Infinite magic energy. 
7E02B501: Magic costume that uses half 
power. 

7E02B601: Fireman costume that uses half 
power. 

7E02A909: Gives 90 coins at the start. 
7E02abox: Use zero in place of X for level 
one, one for level two etc. 

7E02AC00: Start from sub level. 

7E02AC01: Start from sub level. 

7E02AC02: Start from sub level. 

7E02AC03: Start from sub level. 

7E02AC04: Start from hidden treasure 
boxes. 

7E02AC05: Start from hidden general 
stores. 

7E02AC06: Start from where Mickey picks 
up his Magic Cape. 


MAGIC SWORD 


7E040C05: Never lose magic. 


MYSTICAL NINJA 


7E1B6002: Infinite lives for player one. 
7E1AB002: Infinite lives for player two. 
7E1AAD99: Loads of money for player one. 
7E1B5D99: Loads of money for player two. 


PAR0DIUS 


7E00980X: X= number of lives. 
7E1DB201: Use with below code for 
unlimited missiles. 

7E1C6602: Use with above code for 
unlimited missiles. 


PIT-FIGHTER 


7E1124A0: Infinite energy. 


PRINCE OF PERSIA 


7E050805: Infinite energy. 

fTTH 


RUNNER 


7E1F1E06: 

7E1F2001: 

7E1F1D20! 

7E1F1B7F: 

7E1F8459: 


Unlimited energy. 
Unlimited lives. 
Unlimited turbo. 
Invulnerable. 
Unlimited time. 


R0B0C0P 3 


7E047738: Unlimited energy. 


SKULLJAGGER 


7E17C305: Unlimited lives. 

7E0AE50X: Replace X to give you loads of 


red crystals. 

7 E 17 C 20 X: Replace X to give you loads of 
green crystals. 


SKULLJAGGER 


7E1B8810: 16 life points when you reach 
1000 EP. 


SPACE MEGAFORCE 


7E015202: Infinite bombs. 
7E015702: Infinite lives. 


SPIDERMAN AND THE X-MEN 


7E10F880: Infinite energy. 
7E010003: Infinite lives. 


STREET FIGHTER II 


7E0C2BB0: Infinite energy player one. 
7E1AC899: Infinite time. 

7E0C0D00: Player one colour. 

7E0E0D00: Player two colour. 

7E0E2BB0: Infinite energy player two. 
7E0BF220: Same characters. 

7E0C6001: Doubles the speed. 

7E0CB200: All special moves can be 
performed in air (player one). 

7E0EB200: All special moves can be 
performed in air (player two). 

7E0ED000: Player two never wins. 
7E0CD000: Player one never wins. 
7E0CD002: Player one only needs one 
round to win. 

7E0ED002: Player two only needs one 
round to win. 

7E0ED10X: X= 0,1,2, 3,4, 5, 6, 7, 8, 9, A, B 
to fight any enemy. 

7E0CD10X: Same as above for player two. 
7E0C35B0: Throws player one into the air! 
7E0E35B0: Throws player two into the air! 
7E0D8000: Fireballs at every super move. 
7E0D1D10: No fireballs. 

7E0CB201: No super moves for player one. 
7E0C030C: Auto fireballs. 

7E0C0010: No collisions (only throws and 
fireballs have effect). 

7E04B3XX: Change XX to alter the colour of 
Ryu’s fireball. 


SUPER ADVENTURE ISLAND 


7E030D05: Infinite lives. 
7E0D6C20: Unlimited energy. 


SUPER ALESTE 


7E015202: Unlimited bombs. 
7E015702: Infinite lives. 


SUPER BATTLE TANK 


7E049E42: Unlimited 120 mm cannon. 
7E04A001: Unlimited laser-guided missiles. 
7E006700: Switch Action Replay on, will 
clear players tank damage. 

7E05C4FF: Unlimited fuel. 

7E04A296: Unlimited machine gun. 
7E00250X: Level select. Change X, will then 
start at X+2. If you enter 4 in place of X you 
will start at 6. 
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0109 89C0: Freeze the tinner. 


SUPER DOUBLE DRAGON 


7E00DC02: Unlimited lives. 


SUPER GHOULS 'N GHOSTS 


7E02A402: Infinite lives. 

7E02A901: Unlimited time. 

7E044A01: Will give protection against most 
enemies and bullets. 


SUPER OFF ROAD 


7E061B06: Infinite nitros. 

7 E 062706 : Full complement of speed-ups., 
7E062306: Full complement of tyres. 
7E062B06: Full complement of shock 
absorbers. 

7E061F06: Full complement of 
acceleration. 

7E061F06: Increases money at an alarming 
rate. 


SUPER PROBOTECTOR 


7E1F840X : Max power-up for player one, 
weapon one. 

7 E 1 F 860 X: Same as above but for Player 
one, Weapon two. 

7E1FC40X: Same as above but for Player 
two, Weapon one. 

7 E 1 FC 60 X: Same as above but for Player 
two, Weapon two. 

7E1F8A63: Infinite lives for Player one. 
7E1FCA63: Infinite lives for Player two. 
7E1F8C02: Infinite bombs for Player one. 
7E1FCC02: Infinite bombs for Playbr two. 


SUPER SMASH TV 


7E053105: Infinite lives. 

7E189906: Once you pick up a weapon you 
will not lose it until you pick up another. 


SUPER SOCCER 


7E10F803: No opposition goal keeper for 
the first half! 


SUPER STAR WARS 


7E08FB03: Unlimited lives. 

7E087224: Always have use of jets. 
7 E 086 E 00 : No need for Jawas, head for 
sandcrawler. 


TINY TOONS 


7E009E03: Unlimited energy. 
7E00B6A0: Super dash is always 
available. 

7E008E04: Unlimited lives. 


TOP RACER 


7E1E6C03: Infinite nitros for player one. 
7E1E6E03: Infinite nitros for player two. 


TURTLES IV 


7E1AA00X: X amount of lives for player one. 
7E1AE00X: X amount of lives for player two. 
7E044A50: Infinite energy for player one. 
7E04BA50: Infinite energy for player two. 
7E00820X: Choose any level with X. 


ULTRAMAN 


7E039360: Unlimited energy. 
7E021880: Unlimited time. 


UN SQUADRON 


7E00D901: Gives the player loads of 
money. 

7E00DD31: Unlimited conventional bombs. 
7E00DD02: Unlimited mega crush weapons. 
7E00DD14: Unlimited thunder lazer. 
7E100808: Unlimited fuel. 


WRESTLEMANIA 


7E06EC30: Unlimited energy. 



THE ADDAMS FAMILY 


01 XX 65 C 0 : Gives you XX amount of lives. 


BIONIC COMMANDO 


00004A02: Infinite lives. 


CHIP 'N' DALE: RESCUE RANGERS 


00021018: Invulnerable to attack. 
0005B682: Infinite lives. 


DOUBLE DRAGON 2 


00043203 : {Infinite lives. 


HOOK 


00037F02: Infinite lives. 
00037D4F: Infinite energy. 



DOUBLE DRAGON II 

0203AFC6: Infinite lives. 
083CB7C6: Infinite energy. 

DUCK TALES 


THE ADDAMS FAMILY 

01XX65C0: Gives you XX amount of lives. 
081F68C0: Unlimited energy. 

013FFAC1: Unlimited weapon energy. 
09XX69C0: XX= Start level. 

ADVENTURE ISLAND 

010319C4: Infinite lives. 

087F22C4: Infinite energy. 

ALIEN 3 

08FF4AC3: Infinite energy. 

010349C3: Infinite lives. 

043C45C3: Infinite ammo (with gun). 

ALTERED SPACE 

04327CC2: Infinite air. 


0102 iaca: Infinite lives. 

079€1ica: Infinite time. 

GREMLINS 2 

0102C5C0: Infinite lives. 

0108 C 6 C 0 : Infinite energy. 

010XA2C0: Select level when you activate AR. 

HIT THE ICE 

015 968C6: Stop the timer. 

010037 C 6 : Player two’s score is always zero. 

HUMANS 

07 C 6 E 0 CF: Stop the timer. 

01XX94CF: Level select. 

040 C 92 CF: Always have 12 tribesmen. 

INTERSTELLA ASSAULT 


MEGA MAN 3 


0000AE03: Infinite lives. 


OPERATION WOLF 


00005009: Infinite bullets. 
00005304: Infinite grenades. 


PROBOTECTOR 


00003203 : Infinite lives player one. 
00003303: Infinite lives player two. 


STAR TREK 


0007 9007: Infinite energy. 


STAR WARS 


0006DF03: Infinite lives. 


SUPER MARIO 3 


00073605 : Unlimited lives. 

0005 F 005 : Unlimited time. 

0000 ED 01 : Mario is super all the time. 
0000ED03: Racoon Mario all the time. 
0000 ED 02 : Mario can fire all the time. 
0000ED04: Mario is f ragged up constantly. 
0000ED05: Tanooki Mario indefinitely. 
0000 ED 06 : Mario keeps hammer. 


SUPER MARIO BROS 


0007 eexx: Gives Mario XX amount of 
coins. 

0007 FA04: Freeze time. 

0007 56ff: Invulnerable. 


TEENAGE MUTANT HERO TURTLES 


000077C8: Infinite energy for Leonardo. 
0000 A 809 : Unlimited weapon for Leonardo. 
00007880 : Unlimited energy for Raphael. 
00007980 : Unlimited energy for Michaelangelo. 
00007 A 80 : Unlimited energy for Donatello. 
0000 A 909 : Unlimited weapon for Rapheal. 
0000 AA 09 : Unlimited weapon for 


Michaelangelo. 

0000 AB 09 : Unlimited weapon for Donatello. 



0007 1C3 8: Unlimited energy. 
0007 1D04: Infinite lives. 


TIME LORD 


00061503: Infinite lives. 


WRESTLEMANIA CHALLENGE 


0003 D0FF: Infinite energy. 


ASTEROIDS 

01020 BDC: Infinite lives. 

BAD 'N' RAD 

0103 23CD: Infinite lives. 

BALLOON KID 

01042 ide: Infinite lives. 

BART SIMPSON: CAMP DEADLY 

010292C9: Infinite lives. 

0102 9 8C9: Infinite energy. 

010594C9: Infinite boomerangs. 

BATMAN 

0103C7C0: Infinite lives. 

0104C8C0: Infinite energy. 

BIONIC COMMANDO 

010343df: Infinite energy. 

02XX45DF: Start with X lives. 

THE BLUES BROTHERS 

010337C3: Infinite energy. 

BONK'S ADVENTURE 

0103 iecd: Infinite lives. 

BOULDER DASH 

04C7F0D7: Set timer to 199. 

010362D7: Infinite lives. 

BUBBLE BOBBLE 

010900C4: Gives you nine lives. 
0100C3FF: Zips to the next level when you 
activate the AR. 

BURGER TIME 

010246 C 3 : Infinite lives. 

CASTLE IAN 

010316C5: Infinite lives. 

079912C5: Infinite time. 

CRASH DUMMIES 

016084C0: No time limit. 

01058AC0: Infinite lives. 

DARKMAN 

01038AC0: Infinite lives. 


0102 80C9: Infinite lives. 

0A033CCC: Invulnerability. 

010234CC: Keeps two orbs all the time- 

JEEP JAMBOREE 

0401CBC1: Always finish first; 

KICK OFF 

073104C9: Infinite time. 

KIRBY'S DREAMLAND 

0205 89D0: Infinite lives. 

0106 86D0: Infinite energy. 

01 XX 80 D 0 : Change background colour (XX 
is any value). 

01 XX 7 ED 0 : Alter fall speed (00 is slow - FF 
is fast). 

KRUSTY'S FUN HOUSE 

0103CFC4: Infinite lives (turn on during game). 

KUNG-FU MASTER 

010212 D 0 : Infinite lives. 

07013CC7: Infinite time. 

085017C7: Infinite energy. 

MEGA MAN 3 

0000 AE 03 : Infinite lives. 

020308DD: Infinite lives (alternative). 

MISSILE COMMAND 

040F94C0: Infinite left missiles. 

040F95C0: Infinite right missiles. 

NAVY SEALS 

01 xxadff: Gives you XX amount of ammo. 
020XC2C3: For X amount of lives. 

NINJA GAIDEN 

0102 9CC0: Infinite lives. 

01069BC0: Infinite energy. 

OPERATION C 

010288 C 8 : Infinite lives. 

PACMAN 

030241D6: Infinite lives. 

03XX69D6: Start on XX level. 

PAPERBOY 

010X25C4: Gives you X amount of lives. 
040A35C4: Infinite papers. 
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POP-UP 

01XX8BFF: Level select. 

01XX8FFF: Start with XX lives. 

01XX8CFF: Start with XX waterdrops. 
01XX8DFF: Start with XX keys. 

01XX8EFF: Start with XX hammers. 

Q*BERT 

020533C5: Infinite lives. 

ROGER RABBIT 

01060ACF: Infinite energy. 

SPIDERMAN 

083099FF: Unlimited web power. 
083098FF: Infinite energy. 

STAR TREK 

01044ED1: Infinite lives. 

010X4FD1: Unlimited photons. 

STAR WARS 

010392FF: Infinite lives. 

01085bca: Infinite energy. 

SUPER MARIO LAND 

0102 15da: Infinite lives. 

079901DA: Infinite time. 

08E0bddb: Infinite energy. 

THE TERMINATOR 

08E0bddb: Infinite energy. 

[tetris 

0101A9ff: Stops the levels increasing. 
010XC2FF: Starts at X level. 

THE FLASH 

0103E5C0: Infinite lives. 

084870C1: Infinite energy. 

TINY TOONS 

0102C3C9: Infinite lives. 

0102F0C9: Infinite energy. 

0103F1C9: Infinite weapons for Bugs. 
0103F2C9: Infinite weapons for Daffy. 
0103F3C9: Infinite weapons for Porky. 

TOM & JERRY 

01034ED5: Infinite lives. 

043B1AD5: Infinite time (turn off at end of levels). 

TOXIC CRUSADERS 

040AC3C0: Infinite energy for no-zone. 
040AC4C0: Infinite energy for major disaster. 
040AC5C0: Infinite energy for toxic. 
040AC6C0: Infinite energy for head banger. 
040AC7C0: Infinite energy for junk yard. 
03xxabcc: Replace XX with level number. 


TURRICAN 

0701C9C5: Infinite time. 

0103FEC4: Infinite grenades. 

010301C5: Infinite mines. 

010304C5: Infinite power lines. 

0103C3C5: Infinite buzz-saws. 

0104DDC5: Infinite lives. 

0A019OC1: Constant force field. 

03xxacff: Start level, where XX is the number. 

TURTLES 2 

040CB3C7: Infinite energy. 



AXELAY 


D866-D7A7: 
C2C5-DDDF: 
1721-AD04: 
C2AE-DF6D 
CBB7-AFA7 
Stage two. 

CBB7-AFA7 

Stage three. 
CBB7-AFA7 
Stage four. 
CBB7-AFA7 
Stage five. 

CBB7-AFA7 

Stage six. .* 


: Start with nine credits. 

: Infinite credits. 

: Start with 99 lives. 

+ C28F-04D7: Infinite lives. 

+ DFB7-DDB7 + DDB7-A407: 

+ D4B7-A4D7 + DDB7-A407: 

+ D7B7-A4D7 + DDB7-A407: 

+ DOB7-A4D7 + DDB7-A407: 

+ D9B7-A4D7 + DDB7-A407: 


HOME ALONE 2 


C22E-AF9D: Infinite power. 
17B5-6FA7: Start with 99 lives. 
C264-D464: Infinite lives. 
3CB7-6DA4: Infinite ammo. 


HOOK 


3CA5-D70F: Infinite power. 
A268-6F03: Stop the timer. 


JAMES BOND JR 


C2EO-6FOD: Infinite lives. 


SKULLJAGGER 


5D66-DFA7: Slower timer. 

DD68-DF07: Infinite time. 

49C2-6704: Each green emerald is worth 
25 points. 

ddca-ado4 + DDBB-6D61: Infinite lives. 


SOUL BLAZER 


Many people critisised the early Game Genies for 
being primitive and not programmable, but the new 
generation for Game Boy and Super NES are the 
most sophisticated yet. The Game Boy version is a 
picture of ergonomics; with smooth lines, a code 
screen and activation buttons, as well as a miniature 
code book in the back. The Super NES Game Genie 
is also gaining in popularity with more codes 
arriving in the XS offices every week. This is the full 
list of codes at the time of going to print, we think 
you will agree Super XS Game Genie codes are the 
most up-to-date ever printed! No-one comes close! 


XENON 2 


0105D4C0: Infinite lives. 
08122FC0: Infinite energy. 


C26E-6DA7 + C223-0D07: Invincible. 
dde8-64bf: Gems set to 999,999 for each 
one. 


STREET FIGHTER II 


BD62-672A: 90 seconds per bout, 
FD62-672A: Ten seconds per bout. 
DF80-AD64: Only one bout to win match 
instead of two out of three. 
edbe-ofo9: Stunned for less time. 
C9be-oda9: Stunned for longer. 
BB63-6D2A: 99 seconds for first bonus 
round. 

4dc 6-6493: Championship mode on. 
6DCF-D7 64 + FFCF-D7A4: Advance to next 
level (turn off Game Genie). 
cbao-af64 + eeao-afa4: Always fight 
Ryu. 

CBAO-AF64 + ddao-afa4: Always fight 
Honda. 

CBAO-AF64 + dfao-afa4: Always fight 
Blanka. 


+ D4AO-AFA4: Always fight 

+ D7AO-AFA4: Always fight 

+ doao-afa4: Always fight 

+ D9AO-AFA4: Always fight 

+ diao-afa4: Always fight 

+ dbao-afa4: Always fight 

+ dcao-afa4: Always fight 

+ D6AO-AFA4: Always fight 

: Always fight M Bison. 

+ 6DA4-A7 64: Always start 

+ DDA7-A4A4: Always start 

: Die after two hits. 

: Most hits do no damage. 

: Perform mid-air special moves. 
: Same player cheat. 



ADVENTURE ISLAND 2 


pexvaale: Ten Lives. 
sxNL0kvx: Infinite lives. 
szuigevk: Energy never goes down. 
aenztpaz: Reversable skateboard. 
alkxaaaz: Faster running. 

0enztpaz: Super brakes on skateboard. 


ADVENTURES OF LOLO 2 


gzkpolvg: 

zevospie: 

gzxzkpvg: 

gekonpaa: 

pekonpae: 

tekonpae: 

lokonpaa: 

aokonpae: 

iokonpae: 


Infinite lives. 

Start with ten lives. 
Never lose magic shots. 
World five. 

World ten. 

World 15. 

World 20. 

World 25. 

World 30. 


BATMAN 


exgoto: Enemies freeze when hit. 
eeepotpa: Full energy heart. 
eggppa: Exploding mines. 
totpto: Some enemies disappear. 
sopzea: One shot kills guardian. 


BATMAN: RETURN OF 
THE JOKER 


szxzonse: Protection from enemy 
bullets. 

szszkxse: Invulnerability. 
sxsatxse: Protection from electric grids. 
ozvxvlze: Full energy capsules. 
axtxel: Ball & chain don’t fall. 


BATTLETOADS 


gxxxllvi: Infinite lives. 
eykewei: Mega jump. 
aekzgtpa: Faster punching. 
aoukenaa: Double energy from flies. 
iaxaalaa: Start on level five. 
taxaalaa: Start on level six. 
yaxaalaa: Start on level seven. 
aaxaalae: Start on level eight. 
paxaalae: Start on level nine. 
zaxaalae: Start on level ten. 
laxaalae: Start on level 11. 
gaxaalae: Start on level 12. 


BLADES OF STEEL 


eaossaax: Super fast players. 


BLASTER MASTER 


szsklivg: Infinite lives. 
aakgilze: Start with nine lives. 
gxeonevk: Infinite homing missiles. 
gxnpnovk: Infinite thunderbreaks. 
gzopsuvk: Infinite mutil-warheads. 


BUBBLE BOBBLE 


0AUGUZLE: Infinite lives. 


BUGS BUNNY BIRTHDAY 
BLOW OUT 


szvigkvk: Infinite lives. 
LA0ANZTE: Mega jumping Bugs. 
atnzalal: Stunned for longer. 
ipnzalal: Stunned for less time. 
AE0XPZGE: Two hearts on pick-up. 


CASTELIAN 


slxgglvi: Infinite lives. 
aaoktzze: Eight continues. 
peolvtle: Nine lives after continue. 
zkozpalg: Infinite time. 
xvolktax + xvolutvs: Infinite 
continues. 


CASTLEVANIA 2 


oasglila: Infinite lives. 


CRACKOUT 


yaekoaie: 15 lives 
paekoaie: Nine lives 
zeolviaa: Area three. 
leolviaa: Area four. 


DOUBLE DRAGON 


szuupaax: Protection for all the 
characters. 

aaeligpa + gzxupuvs: Infinite special 
weapons. 

ozvlgasx: More powerful move. 
kvepxggs: Start with 236 HPs. 


DRAGON'S LAIR 


iensggaa: Last level. 

kensggaa: Level three with infinite lives + 

fireballs. 


152 


Super S MAY/JUNE 1993 










































CODES 


FLINTSTONES 


SX0EAEVK: Infinite lives. 
lvealoza: Start with 99 coins. 
peeeapaa: Start with sling-shot. 
zeeeapaa: Start with axe. 
geeeapaa: Start with a bomb. 
yexvlzia: 15 coins on pick-up. 
szkvlkvk + sxxoaovk: Infinite energy. 
vazina: Stuns enemies. 


GHOSTBUSTERS 2 


sxxkzuvk: Infinite lives. 
pevgzaaa: Start on level two. 
zevgzaaa: Start on level three. 
levgzaaa: Start on level four. 
gevgzaaa: Start on level five. 
zeskiage: Nine continues 


HOOK 


sznyaevk: Infinite lives for player one. 
sznnievk: Infinite lives for player two. 
gxksoist: Infinite energy for player one. 
gxvikist: Infinite energy for player two. 


JACKIE CHAN'S ACTION 
KUNG FU 


pesikyye: Nine Tornado attacks. 
pesivyye: Nine 360° spin kicks. 
sxskexvk: Infinite special attacks. 
pesinyye: Nine sky attacks. 
tavgxzza: Full energy from bowl. 


KICK OFF 


ztusippl: Slow down game timer. 
apusippu: Speed up game timer. 


THE LEGEND OF ZELDA 


ewlausz: Reduced damage. 


LITTLE NEMO THE DREAM 
MASTER 


szokslvg: Infinite lives. 
tokzknza: Larger jumps. 
zexllppa + syeupovn: Super speed. 
sxuvyevk: Infinite energy. 
leukozaa: Start on level four. 
geukozaa: Start on level five. 
ieukozaa: Start on level six. 
teukozaa: Start on level seven. 
yeukozaa: Start on level eight. 



aeukxlpa: Infinite lives. 
aaoonpze: Nine lives after continue. 


yevkutga: Huge jumps. 
assillgp: Longer slides. 
nynkxsgk: Speedy Mega Man! 
gxvaaasa: Infinite energy. 


THE NEW ZEALAND STORY 


susklyvi: Infinite lives. 

xyktiskn: Super jump. 

aangllze: Start with nine lives and nine 

continues. 

aaegnpze: Nine lives and continues. 
gzekxpvs: Infinite continues. 
gavgylaa: Start on level two. 
aavgylae: Start on level three. 
gavgylae: Start on level four. 


OPERATION WOLF 


ievunspa: Infinite continues. 
aesknltl: Invulnerability. 
aangotpa: Infinite magazines. 
aaegkypa: Infinite grenades. 
nnekvple: Totally healed after level. 


PROBOTECTOR 


ekgggg: Extra life after enemy is killed. 


PUNCH OUT 


alnevpen: Three stars permanently. 
aavetlge: Knockout with one hit. 
syvalpax: Never lose energy. 


RAINBOW ISLANDS 


GX0U0SVS: Infinite lives. 
pevzzple: Nine lives. 
aevxzpge: Eight continues. 
G0NZAPPA: Start on stage 20 
P 0 NZAPPE: Start on stage 25. 


RESCUE RANGERS 


aoeiteen: Infinite energy. 
zexknpte: Mega jump. 


ROAD FIGHTER 


aoknooae: More fuel on pick-up. 
gassgipa + gavigipa: Super 
acceleration. 


SIMPSONS: BART VS THE 
SPACE MUTANTS 


0PSYVUGA: Floating jump. 
paxngyae: One life for every coin. 
pauyznta: 87 coins + 1-up for coin coin 
grabbed. 


SNAKE'S REVENGE 


szeeouse: Infinite beretta ammo. 
sxoaskse: Infinite shotgun ammo. 
szkakkse: Infinite grenades. 
sxveokse: Infinite missiles. 
xvktgvee: Infinite ammo (all). 
szxvupsa: Infinite energy. 


SOLAR JETMAN 


gakiupaa: Level five. 
iakiupaa: Level six. 
takiupaa: Level seven. 
yakiupaa: Level eight. 
aakiupae: Level nine. 
pakiupae: Level ten. 
zakiupae: Level 11. 
lakiupae: Level 12. 
gakiupae: Level 13. 


STAR WARS 


szeayxvk: Infinite lives. 
gzlnls: Immunity to spikes. 
slvuynso: Immunity to most bullets. 
slklyvso: Immunity to most collisions. 
aaklngza: Full energy on pick-up. 
ioaioa: Most enemies gone. 


SUPER MARIO BROS 


poesia: Invincible Mario. 
pignax: Invisible Mario. 
yzxlnx: Lightning Mario. 
killxv: All blocks contain coins. 
siipkk: Secret water level. 
ioault: Exploding fireballs. 
sagozk: Background disappears. 
apoigu: 30 lives at end of level. 


SUPER MARIO BROS 2 


legoio: All plants are coins. 
teapot: Enemies stunned. 
eaxaoiaa: Princess floats longer. 
aeseglga: Mega jump for Mario. 


SUPER MARIO BROS 3 


oepzxz: All blocks become a 1-up. 
ookxglia: Start as raccoon. 
ookxglie: Start as frog. 
yeuxkgaa: Become a cloud on the map. 
pgtips: Enemies cannot attack. 


kxkxglia: Indestructable Mario. 
aapssz: Invincible. 
aozxxl: Negative world. 
tzilyu: Ice world. 


TALESPIN 


zgaepo: No music or cannonballs. 


TERMINATOR 2 


sxoelovk: Infinite lives. 

gxvtvzax: Infinite energy. 

lesoogza + levpsgza: Jump further. 

xnnpxokn: Super jump. 

laxpuzza + lauonzza: Faster running. 


TINY TOON ADVENTURES 


aexznzze: Nine lives after continue. 
yynskxlu: Slow down timer. 
sznounvk: Infinite lives. 
ieekxypa: Start on level two. 
zeekxype: Start on level three. 
yeekxype: Start on level four. 
goekxype: Start on level five. 


TOM & JERRY 


sxsnzevk: Infinite lives. 
aeongapa: Infinite energy. 
aesnnpae: World two. 
aosnnpaa: World three. 
aosnnpae: World four. 
axsnnpaa: World five. 


TOTALLY RAD 


szseyxvk: Infinite lives. 
aeuzktze: Start with nine lives. 
gxxapksn: Infinite magic. 
aooaygao: Super jump. 
szvayivg: Immune to fire and water. 


TURTLES 2 


aaeaulpa: Infinite lives. 
pexvuzze: More powerful weapons. 
pextnzle: More powerful kick. 


WIZARDS AND WARRIORS 2 


poytzl: Infinite lives. 
paxxpyle: Infinite lives (alt). 
szexepsa: Invulnerability. 
nnsaggzu: Coins worth 255. 
nnsazkze: Bags worth 255. 
eleiygol + euvillpa: Infinite money. 
elkzgyea: More energy. 


ZELDA 2: ADVENTURES OF LINK 


iakoziai: Super jump. 



ASTEROIDS 


013 - 15 F-E 66/ 02 : Start with 1/2 lives. 
003-83F-3BE: Infinite lives. 

01C-B4D-F76 + 003-9CF-3BE: Immunity 
to rocks. 

03F-19C-E62/ 04: Start on level 3/ 4. 
00A-7ED-3BA: No extra rocks on every 
level. ^ _ 

BATTLETOADS 

007 -ED 8 -E 66 : No extra lives! 
057 -ED 8 -E 66 : Start with six lives. 
007-C2E-3BE: Infinite continues. 

0A7-F2 8-E66: Ten continue options. 
FAC-CAF-4C1: Infinite energy. 



FAD-918-4C1: Keep axe when you die. 

007 -B0E-F71: Infinite lives. 

BIONIC COMMANDO 

FAE-6EB-4C1: Infinite energy. 
006-0AE-915: Infinite lives. 

064-818-E66: Six continues. 

845-E0E-5D4: Start with eight energy. 

CRASH DUMMIES 

082-A9F-F7E: Start with eight lives. 
001 - 3 EC-E 6 E: Infinite timer. 

00B-00A-195: Immune to fire. 
851-49C-E64: More cash per hit. 

DYNABLASTER 

Game A 

fac-89C-4C1: Infinite timer. 

FAF-02D-4C1: Infinite gold. 

Game B 

090 - 8 5B-E62: Start with nine lives. 

020 - 7 1B-E6E: Start oh level two. 

040 - 7 1B-E6E: Start on level three. 

090-7 ib-e6e: Start on level nine. 
00A-B7B-19A: Plant two bombs at once. 
FA3-519-4C1: Infinite timer. 

LOONEY TUNES 

008-9CF-E6E: Infinite timer. 

028-9CF-E6E: Faster timer. 

00 B- 02 E-E 6 E: Infinite lives. 

091-ECF-E62: Start with nine lives. 

MEGA MAN 2 

008-C4D-E6E: Infinite lives. 

09B-F8F-E62: Start with ten lives. 
A75-FDC-B30: Infinite energy. 
A7A-14C-A28: Full power-ups. 

T2: THE ARCADE GAME 

F0C-9DD-6E9: Infinite energy. 
083-46F-F7E: Start with eight lives. 
F0C-ABD-6E9: Infinite lives. 

FA4-B8E-4C1: Infinite rockets. 
FAD-5CE-4C1: Infinite continues. 
088-1CF-E66: Eight continues. 

TMHT: FALL OF THE FOOT CLAN 

FAC-C9C-4C1: Infinite lives. 

017 -B 6 F-E 6 A: Turtle never captured. 

027-AAF-C4A: Energy. 

00C-F9C-F7E: Pizza slice restores full 
energy. 

TRACK AND FIELD 

3E7-7FD-4CA + 007-80D-E6E: 100% 
power. 

45D-999-E68: Perfect angle on long jump. 
45A-1EA-E68: Perfect angle for javelin. 
454-D1A-E68: Perfect angle for triple jump. 



Hornby Hobbies, distributors of 
the Game Genie, are offering free 
carts for the weirdest and wackiest 
Game Genie codes that we print, 
and Super XS are also giving 
away free T-shirts for the best 
Datel Action Replay codes we 
receive. Send your codes to XS 
Codes, Super XS, Durham 
House, 124 Old Christchurch 
Road, Bournemouth, Dorset BH1 
INF and you could win a prize. 
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PROFILE 

Full Name: Doctor M 
Age: Unknown 

Claim to fame: Completed Battletoads 
with one life Q > 

Currently bustin’: Batman R % u ™ s f HES) 
Fav Games: Starwing (SNES), 

Star Trek (NES) 


BART'S NIGHTMARE (SNES) 


HOW DO I GET RID OF APE-MAN HOMER? 

R. Keeler, Shepton Mallet 


There is a very simple way to defeat 
this hairy menace. Avoid his arm as it 
will knock you of the building if you 
stay in one place for too long. The 
trick is to move around the face of the 
building, dodging Homer’s arms until 
you are close to him. When his arm 
is out-stretched, touch him with your 
shock special move and boost him 
with electricity. Five or more hits will 
send your troublesome dad to obliv¬ 
ion. Now Bart can collect the page 
and continue the game. 




STAR WARS (NES) 

HOW CAN I SURVIVE TATOOINE? 

Damien Williams, London 



If you need some help on the desert 
planet, here’s a way to gain the 
maximum eight lives at the 
beginning of the game. Enter the 
sandcrawler where you found R2- 
D2, and find the extra life on the 
level below. You can now keep re¬ 
entering and collecting this extra life 
to the maximum of eight. You can 
repeat this in any of the 
sandcrawlers that contain shields. 
Also don’t forget to get the two extra 
lives in Obi-wan’s secret cave. Just 
jump though the wall as you 
descend and kill the sandman. 
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SUPER MARIO WORLD (SNES) 

PLEASE TELL ME WHERE THE LAST EIGHT SECTIONS ARE! 

Kevin Roberts, Shrewsbury 


The main problem we’ve had, Kevin, 
is knowing what levels you have 
reached, and those which are still 
missing. Yours is just one of many 
letters concerning the full quota of 
levels in this epic platform game, so 
here is a quick reference guide of 
the levels you may be missing. 

The first thing to remember is that 
if a level on the main map is red, it 
has more than one exit, so search 
them thoroughly for clues. The most 
common mistakes are finding the 
secret level and then not going back 
to complete the normal level. 
Generally, Super Mario World relies 
on the coloured blocks activated by 
the switch palaces to reach secret 
exits, and vines play crucial roles 
too. 

Entrances to the Star Road are 
also important like the one found in 
Donut Secret House. To get to the 
Big Boo guardian, you must go to 
the normal exit door and when you 


marker. If you have completed this 
level then you may have noticed the 
two signs pointing to the right after 
the first exit. To reach the Soda 
Lake, take a running jump with the 




could be another of the levels that 
you’ve missed. 

Chocolate Island two is the 
source of multitudes of Mario 
madness. To reach the nine levels 
that stem from the normal zones, 
you have to complete them in a 
variety of ways. The standard way 
through is to complete the first two 
zones in under 250 seconds, but 
this is only one of many. Collect 
nine-20 coins in area one and you 
get to area 2-B. Collect 11 or more 




press the P block, hit the block 
directly above the door and a vine 
will grow up to a secret platform. 
You must defeat the Big Boo to get 
through to the Star Road. 

A prime candidate for stumper of 
the year is the Soda Lake level 
accessible from the Cheese Bridge. 
To reach this tricky exit you have to 
get a flying cape from halfway 
through the level near the first 


cape from the long runway and then 
fly over all the saws and swoop 
under the exit at the last minute. At 
this point, you can fly right under the 
ground and pull back to crash back 
on the ground past the exit. There is 
also an alternate method. If you 
have Yoshi, you can walk off the 
edge near the exit and then jump off 
him past the exit. The Soda Lake 
leads to Star Road three and this 


coins in area one and you get to 2- 
C. Area 3-B can be reached if you 
complete the first zone between 235 
and 249 on the timer. 3-C can be 
reached by completing zones one 
and two between 1 and 234 on the 
timer. The last two zones in 
Chocolate Island two can only be 
reached if you have collected three 
or four dragon coins 
respectively. Once you have 
gone through the secret exit 
in Chocolate Island two, 
you can go through to the 
Chocolate Secret 

underground which leads directly to 
Wendy’s castle. But remember to go 
through the normal exit as well to 
rack up the level numbers! 

The last secret levels in the game 
are to be found in the Valley of the 
Bowser. You will notice that Valley 
two is red, which indicates more 


than one exit. To get to the Valley 
fortress and the back door, you have 
to get through the second level past 
the second green pipe. You will 
need to move really quickly to avoid 
the moving golden floor but when 
you get to the edge of the pit, jump 
up on the gold mound and run 
across the top of the screen to the 
left. You will drop down into a secret 
chamber where a key and keyhole 
awaits. 

That’s it I’m afraid, Kevin, it is 
hard to tell exactly what you have 
missed, but making sure you have 
gone through all the exits of each 
level and checking out all the levels 
you’ve previously visited has to be 
a safe bet. Alternatively, you can 
order Console XS issues one to 
three for the full 29-page solution 
including all the maps and levels 
guaranteed. 
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LAGOON (SNES) 

WHERE IS THE MOONSTONE? 

David Wills, High Wycombe 


Where indeed, Dave? It can 
actually be found in the fourth 
section of the Dwarf Cave. If you 
head up and to the right you’ll 
eventually stumble across a cave. 
Don’t be put off by the lava lake as 
it’s easily traversable with a few 
timely jumps. Once inside, you’ll 
notice one stone that stands out on 
the back wall. Yes, you’ve guessed 
it, that’s the Moon Stone! Push the 
Y button to take it and go and see 



the man in Denegel who asked you if you’d seen the 
Moon Stone before. Equip the stone and he’ll give 
you the Freezing Pot, which freezes lava enabling 
you to walk on it! 



THE HUNT FOR RED OCTOBER (GB) 

HAVE YOU ANY CHEATS TO SAVE MY SANITY? 



Sam Edwards, Wirral, Merseyside 


I’m afraid sanity is an age old myth 
in the Super XS offices, Sam, but 
we’ll try to help even so. We printed 
the complete solution to this Game 
Boy adventure in Console XS #4 
but obviously as you’ve only 
recently seen the light, here’s a 
couple of cheats for the taking. 

For a level select, on the title 
screen press Left, Right, B, Select, 
Left, Right, B, Select and Start. Use 
Left and Right to toggle between 
the levels and hit Start to continue 
the fight for freedom. 

For extra missiles on the map 
screen, press A and B together 
then Up, Down. You’ll now start the 
game with 25 missiles instead of 
the usual stingy three. Wibble! 


ACTRAISER (SNES) 

HOW CAN I MAKE THE POPULATION OF NORTHWALL GROW? 

Susan Clements, Co. Down, N Ireland 


There are several possible 
solutions to your dilemma. The 
first and the most likely cause is 
that the poor dears are freezing to 
death! Have a heart and give 
them the fleece as a gift. That way 
they’ll be much warmer to work 
outside in those Arctic conditions. 
If that doesn’t work then it could 
be that you tried to build your town 
in the direction of the monster’s 
den located to the southeast of 
the Temple. Instead, build the 
town towards the north of the 



monster’s den. The closer 
southeast den cannot be reached 
at first. 

Still no good? Check that you’ve 



melted the ice in the direction of 
growth. If none of the above do the 
trick then there is only one possible 
problem - the flying skull’s 


earthquake. Attack the skulls from 
a distance as soon as they appear 
from their dens. Hope we’ve 
helped you, Susan. 
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ZELDA II (NES) 

IM DESPERATE TO DISCOVER THE REFLECT SPELL BUT IT SEEMS IMPOSSIBLE TO FIND. 
CAN YOU HELP? 

Anon, South Wales 


As for your problem with the Reflect spell, 
it’s a common one. In Darunia you’ll come 
across a distressed mother who’ll plead for 
you to rescue her son in exchange for the 
powers of Reflect. Take a trip to Maze Island 
and you’ll find the little scamp! While we’re 
on the subject, here’s another little tip. Get a 
key from one castle and use it in another 
and behold! Everlasting keys. 


SUPER MARIO BROS II (NES) 

HOW DO YOU DEFEAT THE FINAL BOSS, WART? 

Rob Ginzler, Stockport _ ____ 


Wart’s a tough cookie and no mistake. 
The best method to seal his fate is to get 
onto the platform furthest from him and 
grab the objects as they come out of the 
different funnels. Avoiding the bubbles 
Wart belches from his mouth, toss an 
object at him just as he opens his mouth, 
forcing him to suffer the air attack. Repeat 
the process successfully six times to 
defeat him. 




OPERATION C (GB) 

PLEASE PRINT ANY CHEATS YOU HAVE TO HELP ME! 

Simon Hawkins, London _ 


A level select might speed things 
along a bit. Simon. On the title 
screen press Up, Up, Down, 
Down, Left, Right, Left, Right, B, 
A, B, A and Start. A hidden level 


select menu should now appear. 
Operation C also has a secret 
sound test feature, which can be 
activated by pressing Up, Down, 
Left, Right and Start on the title 


screen. If we find any more cheats 
for the other games you 
mentioned in your letter Simon, we 
will include them in future issues 
of the Busters A-Z. 



JAMES BOND JR (SNES) 

HAVE YOU GOT ANY PASSWORDS? 

William Oddy, Kent _ 


If you’re getting into trouble, William, 
check out these level passwords: 
Level 3 - 0007 

Level 4 - 3 67 5 

Level 5 - 9025 

Level 6 - 1813 

Level 7 - 3353 
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DESERT STRIKE (SNES) 

HOW DO YOU GET PAST MISSION SEVEN ON THE LAST LEVEL? 


Steve Simmons. West Dravton 


We’ve had quite a few letters 
on this subject, Steve. To finish 
off the mad dictator as he 
escapes in the bomber laden 
with nuclear missiles, first 
shoot the supports around the 
bomber so that it begins to 
rumble down the runway. Keep 
blasting the wings and fuselage 
to create a hole for your copilot 
to be rescued. You will have to 
be very careful with your chain 
guns not to hit your faithful 
partner. Move the Apache right 
up close to the plane to get 
your copilot back on board and 
then 


Tanks will attack 
from both sides 
but there are 
plenty of supplies down the 
route, so you should have no 
problems. 

To destroy the bomber, you 
have to hit it with at least ten 
hellfires and loads of hydras. It 
will take a lot of punishment, 
but if you keep up the pace, the 
mad dictator should fry before 
the end of the runway. 


FINAL FIGHT (SNES) 

ARE THERE ANY BONUS ITEMS? 

Chris St. Moritz, Ayr 


Short and to the point... yes! 
After defeating everyone on 
the second section of the last 
level (the one with palm 
trees), you’re told to move on. 
Whilst moving forward, press 
fire rapidly, you will find 
diamonds and a gold bar. 

There are also more hidden 
items behind the pillars, just 
before you meet Belger. Go 
behind the pillars until you are 
obscured from view, jump up 
and down and fire to retrieve 
the items. Bet you didn’t know 
about that, Chris? 
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Of course, Danielle! If you want the 
fully mapped solution to Battletoads 
then why not check out Console XS 
#3 from our back issues page. For 
now, here are a few choice tips. 

On level one, kill the first two 
baddies and jump on the ledge. 
Here you will find a warp; go 
through it and you’ll be warped to 
level three. Alternatively on level 
three there is another warp. 

On the speed bike section, go 
through the green checkpoint and 
drive past nine blocks. Before you 


get to the tenth 
warp, go into it 


five. If you fancy restoring all 
your lives, which I’m sure you will, 


hold Up and pause the game, then 
unpause it for all your lives back. 


BATTLETOADS (NES) 

HAVE YOU GOT ANY USEFUL TIPS? 

Danielle Turner, Copenhagen _ 


SUPER OFF ROAD (SNES) 

NO OTHER MAG CAN HELP ME, HAVE YOU GOT ANY CHEATS? 

Peter Dwyne, Windermere ___ 


Aren’t you lucky that Super 
XS is here, Peter! For 
unlimited continues, select a 
two player game and play as 
the red car. When the race 
finishes, you’ll be third and 
the blue car now has 
unlimited continues. 



DRAGON'S LAIR (SNES) 

I'VE FOUND A BETTER WAY OF KILLING SINGE! 

Neil Cooper, Bridgewater _ 


What’s this! Someone is trying to tell 
Dr M how to complete games, can it 
be true? Well all right, Neil, but only 
because you said how much the 
solution in Console XS helped you 
get to Singe in the first place and 
because your method may help 
distraught Super XS readers. 

If you collect the throwing star 
from an earlier level and stand so 
that you can just see Singe’s nose, 
you can hit him without taking 
damage. The trick, says Neil, is to 
keep jumping and shooting, and if 
you time it correctly, all of Singe’s 



attacks should miss you. 

Finally, Neil, in answer to your 
questions, Dr M spends every spare 
second playing games and 
completing them for Super XS, but 


t 12 : 


about six or eight hours solid play 
every day is about normal. If you 
were thinking about joining the 
highly competitive XS crew, you 
should first equip yourself with 



plenty of GCSEs and have a 
thorough backing in English. It also 
goes without saying that you should 
also be a certified console head and 
gaming genius. 




The winners of the Ideal Home 
Exhibition last issue were M 
Tadajewski from Loughborough, 
P Mountain from Pudsey, J 
Roberts from London, D 
Richardson from Skelmersoale, D 


Amini from London, R Mairs from 
West Auckland, M Morrow from 
Manchester, D Harrington from 
Bristol, M Wiliiams from 
Hanworth and C McKinney from 
Winchester. 


The winners of the Jaleco 
competition were J Edwards from 
Birmingham, C Walmsley from 
Frodsham, and Meshach Turpin 
from South Wales. 
Congratulations! 
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STREETFIGHTER 2.59.99 


DRAGONS LAIR....43.99 


ADDAMS FAMILY.44.99 

BRAWL BROTHERS .49.99 

CASTLEVANIA 4 .43.99 

F-ZERO.39.99 

KRUSTYS SUPER FUNHOUSE 44.99 
MICKEYS MAGICAL QUEST ..54.99 

PUSHOVER .43.99 

ROBOCOP 3.44.99 

SUPER ADVENTURE ISLAND .44.99 

SUPER CONFLICT.48.99 

SUPER TENNIS.41.99 

SUPER SOCCER .39.99 

TOM & JERRY.44.99 

WAYNES WORLD.49.99 




In this spectacular shoot-'em-up you 
play a terminator, model T-800 
whose mission is to save John 
Connor from being eliminated by 
the T-1000. If you don't succeed it's 
"Hasta la vista, Baby!" 


TERMINATOR 2..36.00 

MCDONALD LAND.1 8.99 

CAVEMAN NINJA.18.99 

MICRO MACHINES.28.99 



TROG 


It's survival of the fastest in the 
prehistoric land of Og. Trog the 
crazy, one-eyed caveman is hun¬ 
gry and wants you for dinner. 
Explore 50 islands in your desper¬ 
ate battle to stop becoming extinct. 


25.00 


SPIDERMAN_....-....42.99 


GAMEBOY 


ALIEN 3. ......24.99 

BEST OF THE BEST.........26.99 

BIONIC COMMANDO.29.99 

KID DRACULA......26.99 

LETHAL WEAPON .........25.99 

TURTLES 2 ......25.99 


ACCESSORIES 


GAME BOY CARRY ALL ..19.99 
GAME BOY SOFT CARRYING 


CASE.. 14.99 

GAME BOY MAGNIFIER ..8.99 

GAME LIGHT . 9.99 

AMPLIFIER.........13.99 


















































































Transparent casing; 6 independent auto-fire controls; dual 
auto-fire mode; slow motion control, mm 

' THlCOMflin llBliTiLMiin 


THE COMPUTE 
SEGA & NINTENDO 
GAME BUSTING GUIDE 
...3.99 




ACCESSORIES 


TRAILBLAZER JOYSTICK.-..29.99 

Joystick for the SNES.Includes auto fire, arcade buttons, 
slow motion and turbo speed. 


PRO ACTION REPLAY ....45.99 

The ultimate intelligent hacking device for your Super 
Nintendo and will find cheats for you automatically. 


PRO ACTION REPLAY......32.99 

Hacking device for your NES. Also works as an adaptor - 
allowing you to play US software on your UK NES console. 


UNIVERSAL ADAPTOR.14.99 

Allows you to play American and Japanese cartridges on 
your UK Super Nintendo console. 


QUEST JOYPAD...........-....14.99 

Joypad for the SNES.Includes slow motion and turbo fire. 


PRO ACTION REPLAY__32.99 

Cartridge - to crack the latest games on your Gameboy 
giving you invinite lives, unlimited energy, special 
effects,extra ammo, or play on any level. 



I would like to order the following: 


ITEM 

MACHINE 

PRICE 

















Enclose a total of £ 


Method of payment (please circle) 
Cheque • Postal Order • Access • Visa 

Credit Card No 

□□□□□□□□□□□□□□DO 

Expiry date □ □ □ □ □ □ 

Name 

Address 

Postcode 

Telephone 

Signature 


SEND THIS FORM TO: 



SUPER XS Savers 
Paragon Publishing 
FREEPOST (BH 1255) 
BOURNEMOUTH 
BH11BR 



Or telephone our Mail Order Hotline on 

0202 299900 


Please make all cheques payable in pounds Sterling to 
Paragon Publishing Limited. 






































































THE COMPLETE SOLUTION SWINGS INTO ACTION EXT ISSUE 


ALSO FEATURING: DRAKKHAN (SNES), SUPER TURRICAN (NES), LINK’S AWAKENING 
(GAME BOY), PUGSLEYS SCAVENGER HUNT (SNES), THE LOST VIKINGS (SNES), 
ALIEN 3 (SNES), TOM & JERRY (GAME BOY), THE TEMINATOR (SNES), NINJA GAIDEN 3 
(NES), F-15 (GAME BOY AND SNES), FATAL FURY (SNES)... AND MANY MORE! 


RATMAM RFTI! 


Warner i 


Warner Fntertainment 




an 

you reach 
the prize zone in 
THE ULTIMATE 
QUEST? 


HUNDREDS 
OF RUNNERS-UP 
INCLUDING 50 
games op your 

Si 

II badges and 20% 
SOFTWARE DISCOUNT 
guchers for each 

CORRECT ENTRY. 


0891 101266 



Calls cost 36p a minute cheap rate, and 48p a minute at all other times, and can be made from any phone. Ask permission of the person who pays the bills before calling. 
Closing date for all competitions, 31 Jan 1994. One winner will be selected at random from all correct entries for each prize. AH entrants have an equal chance of winning a prize. 

Winners will be notified in writing and will receive their prizes within 28 days of the closing date. 
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